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The Edge 
have you got it ? 



"The Edgell have to move to new premises to make sure 
that they've got room on their office walls for all the awards 
they have won (for Fairlight). . ."* CRASH April 1986 

(P.S. — We've moved!) 

The Edge, 36-38 Southampton Street, Covent Garden, 
London WC2E 7HE. Tel : 01-831 1801 (4-lines). Tl x : 892379. 

*Crash Readers voted Fairlight 'Best Graphics, 1 Best Music/ 
Best Arcade Adventure/ 'State of die Art Award" for 198:\ 
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TELEPHONE HOTLINE 

Due io the huge number of phone calls we get every month 
from people having problems with Arnold, we have decided to 
set aside some time for answering your calls- The phone 
number is (0458) 74011; feel free to call any lime on Mondays 
between 2 and 6pm. But please don't ask us to solve games 
problems for you, If you do have a problem with a game then 

look at out Cheat Mode pages, or check out the Pilgrim's Lords 
and Ladies of Adventure. Any probJems with Cheat Mode or 
Type- ins cannot be dealt with at any other time. 



MANY THANKS 

Our thanks go to The Music 
MUl Limited of Mill Lane. 
Yeovil, for (he low of the guitar 
featured on om front cover. 
Also, many thanks to Hemisph- 
eres of Sidetrax. 38 Park Street. 
Bristol, far the shades casually 
donned by Arnold fox the shot. 
These cost £4,55. but Hemisph- 
eres tell me they will knock 10 
percent off the price to anyone 
carrying this issue of AA. 



Bye-bye hi-seore 

Okay, okay, we're sorry we've 
dropped Hi-Score from AA, but 
I'm afraid it just had to go. We 
had no way of checking the 
hundreds of entries. And we 
have belter things to do with the 
space. Instead we have intro- 
duced First-Day Target Scores 
on all our reviews, which should 
give people a better idea of 
whether they are doing reason- 
ably or failing miserably. 



Wanted - an Amstrad butt 



The Future Publishing Team is 
expanding at the 03d Bam, and we 
find Ourselves in need of an 
Arnold enthusiast urgently. 

The person we are looking 
lor should nave a pretty thorough 
knowledge of the Amstrad CPC 
range, both hardware and 
software, and be able to write to 
theAA standard loo - which as we 
aHI know is pretty high! He or she 
must be prepared to do anylhfng 
from making the lea or answering 
the phone to writing the 
Maslergame review. We are 
particularly looking tor someone 
with a technical bent, so fluency in 
Machine* Code would be handy, 
though not vital. 

The job will of course be 



based in So merlon, which is a 
small country town with little in the 
way ol nightlife or public transport. 
It cannot compete wilh the bright 
lights of London, but if you like 
fresh air and countryside it's got a 
lot to offer. 

If you think you might fit the 
ball, then send us a letter giving 
personal details, together with a 
CV. a typewritten sample of a 
games review and a serious 
software review. Send it lo 
Amslred Buff t the Editor, Amstrad 
Action, The Old Barn, Brunei 
Precinct, Somerton, 
Somerset TAt1 SAH 
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We've received a flood of letters once again, including 
many pleas for Toot and Voice of the People. Toot fans 
shot/Id see our last issue, and as for VQP- if you don't 
send us your views then we can't print them! 

Among the many pieas for more disk-based 
Cheat Mode, Liam McMaster raises a controversial 
moral issue and Ian Grainger deplores the rising cost 
of games. Problem Attic is bursting out of its rafters f 
and technical wizard Andy hasn't been seen for days, 
up there sorting out your problems. 

If you fancy seeing your name In print - and you 
may win a £15 software voucher - then why not write 
to: Re Action, Amstrad Action, Somerton, Somerset, 
TAU 5AH. 



Cheat Mode for disk 

I have recently purchased a 
SI SB and two disk games, Spin- 
dizzy and Batman. Both com- 
puter and games axe proving 
excellent value for money- 1 was 
very pleased upon reading 
your magazine that you have a 
Cheat Mode section, as infinite 
lives or lime on both the above 
games will not detract in the 
least IrDm the pleasure of 
playing them. 

Therefore my disappoint- 
ment was all (he more when t 
discovered (hat Cheat Mode 
deals only with tape games (as, I 
should add. do the other maga- 
zines,) 1 hope in future Chft.it 
Mode can be extended to disk 
games, especially as these are 
on the increase. 1 would be de- 
lighted if you could send me the 
disk Cheat Modes for Spmdizzy 
and Batman, if anyone has found 
them, 
J Alderton 
Aughton, Lanes 

Chest Mode does indeed deal 
mainly with tape based games, 
though we have printed quite a 
few pokes for disk games rec- 
ently. We can only print the 
pokes that you send in, so 
please send us more disk 
pokes! 

Flying between 
Arnolds 

A friend and 1 axe desperate to 
find any games, especially flight 
simulations, which can be run 
r between two AmHtiada simulta- 
neously, We both own 464b and 
so far we know of only PSS's 
Tohrvk 1§42 which has Ihe op- 
lion to run on two Arnolds al the 
same time. Please help lis qui of 



this predicament. 

Mr C Alexis 

15? Reigate Road, Dnwnham 

Bromley, Kent 

BR] 5JL 

That's the only one we've heard 

of tool 




" LOOK*? U*t rtfi"? TOO 
WftP TC tA^fiCr THE JOYSTICK 
WITH Hfr AjwvTftAp- , " 

No sweetness for 
Sugar 

Incentive will soon release GAC 
Plus and they will give an up- 
grade to the owners of GAC. 
That's what you call good cus- 
tomer service. 

So much for Alan Sugar and 
his customer service. Where's 
the upgrade for my CPC GS4? 



Did you hear about his £28 mil- 
lion profit? Couldn't he spare 
some and remove the lingering 
bitter taste from the mouth of 
every 664 owner? 

My friend also has a CPC 
G64 with a DK' Ironies 64K 
expansion. But that puts strain 
on the expansion port, as the 
ram expansion does not level 
with the baae of the computer - 
although it fits perfectly on (he 
464! 

So you see why it would be 
belter getting an official up- 
grade, There is also software 
that Uses the CPC 6128'b extra 
memory, which means CPC 664 
owners would have to buy a 64k 
expansion en the tape voision (if 
there is one), contradict in rj the 
fad thai the CPC 564 was built 
for fast access to software. Isn't 
there a law against misleading 
information? 

Well better cool off before 1 
do something wicked like burn- 
ing the nearest bag of sugar! 

Why not do a survey to nnd 
out how many CPC €64 owners 
ate out there? 
A CFC 664 owner 
Belfast 

There is a Vortex RAM upgrade 
that actually fits inside the case 
of your computer, so putting Mo 
strain at all on Arnold's case It 
was reviewed m oar March '36 
issue. 

On your main point - that's 
the computer business I'm 
afraid! 

Cheating on the 

i own a one-year-old 6 1 23 with a 
few (notice the stress on the 
word few!) items of software. I 
am also one of those Cheat 
Mode fanatics and like hacking 
at games - well, trying to. Bur, 
there is one main drawback: all 
of the cheat modes printed in 
AA asrs for Arnold, and 1 find 
this very annoying, since 1 have 
a very rickety tape lead. So I am 
pleading for all those hackers 
out there to get cracking on 
some disk-based hacking 
programs- 
Andrew Fraaer 
MarnhuU, Dorset 

You'll be particularly pleased 
with the Sorcery Plus pokes in 
this mon eft's Cheat Mode - 



which were received from re- 
aders. Lc-f's have more! 



Be we re Kot*t 
revenge i 

Some ol your game reviews do 
not mention all of the game's 
features For instance, why 
didn't you mention the time al 
the beginning of Turbo E$pnt 
oi the music in Elite or the 
shape-change feature in Spin- 
dizzyt I could list several more. 
II doesn't matter to miss out 
these things on lower-quality 
games, but two of these were 
mastergames! 

Do you know if any of these 
games are to be converted to 
the Amstrad; Uridium (Hewson 
Consultants), Ace (Cascade), 
Ptetop2(US Geld/Epyx). Speed 
JQifiC/^Mastertronic)? 1 have seen 
all these on the Commodore 64 
(horrible word) and 1 think they 
are first-class. 

Finally, thanks for a great 
nmg, and for the remote-control 
car I won in your Killer Kar 
Komp. I use it to chase my cat. 
Ken Murfitt 
Crawley, West Sussex 

All the features you mention 
dan 't affect the essential game- 
play. We leave you a few plea- 
sant surprises without missing 
Anything important. 

Conversions: no. yes, no, 
yes, 

Pussycat: not the purpose 
for which prise was provided. 
RSPCA and AA alerted. 

Good game, decent 
joystick 

Codil StroothL' You know how to 

make a frocby mag, don't yer? 
August issue was brill and hi to 
Matthew Denning, Sean Murphy 
and Stewart Wilson (aoe hi 
score charts ). 

Apart from all that bumpf 1 
would just like to say what a 
brill iant game Kane is and what 
value (look out all you big 
houses.) If it wasn't for AA I 
would never have bought it 

1 would also like to recom- 
mend a joystick that'll beat all 
others on performance 

(although it doesn'l have buttons 
and switches and knobs every- 
where), ll's the standard Atari 
joystick. The one f have has 
taken severe battering off Daley 
Thompson, Geoff Capes and 
others like 'em. Fairly cheap 
too. 

Well, keep up the good 
work on a great mag and keep 
up the good games, MaSter- 
tronje. Yours, chuffed and over 
| the Moon. 
Mr Spaceman 
York 
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Moroi issue 

[ flunk I ought to tel] you my 
opinions on using contemporary 
Issues as plots for computer 
games, eg Theatre Europe and 
Said, in order to show the other 
side of the argument. 

Ypu cannot deny that young 
children wul play the game, and 
so nuclear anmihilaoofi will 
become a casual thing They 
will then no doubt grow up with 
this attitude of ignorance and 
sheer stupidity to the impend- 
mg doom. On the other hand, 
they could ask their parents 
about it, and either get a dis- 
turbing answer or at least place 
the parents in a difficult po 
sifton. My young brother is one 
of these. 

Why then do software 
houses do it? Alienating your 
public makes nil business sense 
and making games about nu- 
clear weapons make nil moral 
sense. 

Think about if t 
Liam McMuter 
Whitehaven, Cumbria 

Where is Big League 
Soccer? 

Your answer to Mr T Fen ton of 
London in the April AA regard- 
ing the attempted purchase of 
software was. 'Wait till the 
game's actually reviewed or the 
news pages of a mag tell you it's 
definitely out. before you send 
off for it, ' i look your advice on a 
game given an AA rave on page 
72 of the same issue: Big tesc/ite 
Soccer H. So ill June I sent off my 
cheque via your mail-order dis- 
count service. A couple of days 
later 1 received a compliments 
slip saying Big League Soever 
was not yet released and a copy 
would be sent^ as soon as po- 
ssible, Now having taken your 
advice, it appears to me that we 
cannot trust yourselves. 

It appears to me that this 
happens quite often. Why don't 
you publish a blacklist of soft- 
ware houses that lake us poor 
Amstrad users for fools? Many 
of your readers musl be very 
disappointed when they find 
they are not able to purchase a 
game after having read 
reviews, 
AWDodd 
Stockport 

The game is now out, after pro- 
gramming and production pro- 
blems (the nature of the game), 
and is available mail-order ftosn 
us. We apologise lor the delay 
but there was not much we 
could do about it. We, like you, 
wish that companies would not 
announce new titles too 
prematurely. 



You obviously Mve a very v&Iid 
and important point, which we 
would not disagree with in any 
way. Oar only reason lor reply- 
ing at a& is to defend Theatre 
Europe as it does, at least take a 
certain moral stand on the nu- 
clear war sc&naiio. First oia.ll, if 
a plsyer does decide to use 
pucl&sr weapons in any way 
then he or she ueedis a special 
code in order so deploy them. 
The only way of g&tting the 
launch code is by phoning; a 
number that appears on the 
screen. Phoning this number 
does give you the appropriate 
code, bat also plays a dramat- 
ised tape that warns you of the 
consequences of using such 
we* pons in real life. 

Furthermore, if the player 
decides to use nuclear weapons 
anyway, he or she will find that 
if does not result in winning, but 
m the eventual annihilation of 
their forces. Theatre Europe 
does lake a strong moral stand 
in this sense, and could even be 

Prophet of profit 

Back m the autumn of 1884. 
when I first considered getting 
my beloved Amstrad and left 
my Spectrum (am I allowed to 
say this?) to gather dual, a 
rather well-known software 
company called Ultimate Play 
the Game brought oul the most 
fantastic game of the lime for the 
old rubber plantation (you 
know, the Spectrum - oops 
sorry!) It was called Kmghtlore. 
It revolutionised the games mar- 
ket and Ultimate, realising this, 
upped their prices from £3.90 to 
an incredible £9.95, almost 
twice as much. 

Nobody seemed to mind as 
the game was so brilliant, and 
the game went soaring to num- 
ber one in the charts Other 
software houses, seeing the 
tremendous success of the 
game, decided that if such a 
highly priced game could go to 
number one, then they would 
put up their own prices- So the 
public went out with a tenner in 
hand, bought what must be bril- 
liant game because it cost them 
a tenner, got home, loaded it 
up, and then ciied their eyes 
out wondering what had hap- 
pened to the state of the soft- 
ware market. 

This is why now, nearly two 
years later, the public is still 
paying a tenner for ^KrugVidore 
clones such as Caiman, Get De- 
xter and Fairlight. I know they 
are all good, but surely they 
would sell more copies at 
around £3, thus making a big- 
ger profit. 



regarded as educational - but 
whether it should have been 
released .in the first place is 
another matter. 

If yap take this stand then 
games such as Green Beret or 
Sambo, encouraging you to 
haclc T burn, or generality tusum 
'enemy' soldiers without any 
kind of mors! message, are 
rather more damaging. We 
would be interested to hear the 
views of other readers on this 
subject. 




1SJ 



The thing that really gets 
me though, is that I can get a 
better-quality game, from a 
budget company called Master- 
ironic, called Knight Tyme, at a 
price of £2.99. 1 wonder where 
(he other companies* profits go. 
Into the petrol tank of their 
programmer's turbo Porsche 
perhaps - if it gets to the 
programmers', 

I'll wait to tackle the price of 
disk software next time around 
- if my disk-based word 
processor hasn't been 

repossessed. 
Ian Grainger 
Wiugate, Co Durham 

Swallow our 
medicine 

I have been a regular sub- 
scriber to computer magainzes 
since 1979 and bought my hi si 
micro in 1980. In that time I have 
seen some utter rubbish printed 
in reply to readers* queries, but 
nothing ao iar can compare <»Ub 
the August AA'. Most of your 
replies managed to avoid 
saying anything concrete, but 
when you. did, oh boy! 

First: your reply to Paul 
Webb regarding his problem 
with Protest on ROM and Cyrus 
n Chess on disk. Am or included 
a command RQMON7 in the 
Protest ROM which resets the 
computer but without initialising 
any ROM except the disk ROM. 
Instant emulation of a Protexl- 
1 ess Amstrad. 

Second: your reply to Rob- 
ert Lamb about swapping soft- 



ware. There is no reason why 
he should not swap tapes, disks, 
ROMs - computers even! - as 
long as they are originals, Your 
analogy to books is ludicrous. 
Books and records are better 
protected by copyright than 
programs, but 1 can buy an 
album, play it and men sell or 
swap it Of course, iT I tape it 
first t am breaking the law, but 
that is where the offence lies, 
the copying and not the 
swapping. 

Third; your reply to T A 
Gray about ye aide double- 
linefeed problem. WelL all 
right. I almost agxee with you 
hero, it should bo possible to 
configure any word-processor 
to cope with CR only, Your so- 
lution will not allow proper 
double spacing, subscripting, 
etc. The simplest (reversible) 
hardware fix is to put a sliver of 
tape over pin 14 on the edge 
connector. 

You may find it hard lo be- 
lieve After all that, but 1 actually 
like Amstrad Action. So keep up 
the good work, but do ensure 
your (houghtwaxe is running 
before starting your word- 
processor! 
lu Patrick J It Bukin 

PS, Tf 1 don't win some soft- 
ware. T shall write to you again, 
so there! 




PPS, hi case you're wonder- 
ing what micro t had in 1930. it 
was a I6K Exidy Sorcerer (lakes 
you back, huh?) which 1 had 
bought while I was still a med- 
ical student. Two degrees 
(medicine and genetics) and 
three computers (Dragon, Spec- 
trum and 61S8) later I now lec- 
ture where I was once a student 



< 
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and have introduced computer- 
assisted .earning into out un- 
dergraduate curriculum of 

pathology. 

fl'rsr it you have read the Sep- 
tember issue you would have 
seen a very informative Setter 
from Amor pointing this out. 
We have stood corrected 
already. 

Second: you arc technically 
right ot course, hut it is so easy 
to copy game cassettes belore 
lending them on that we ieei that 
we should warn our readers 
against dabs whose main activ- 
ity is swapping games, as tliey 
may well be involved in soft- 
ware piracy. 

Third: sitvers of tape have a 
horrible habit of disappearing 
inside your Arnold. 

We look forward to your 
points four, five and six. 

Anyone for chess? 

Does anyone know of a chess 
game thai two can play, instead 
of playing the computer' Also 
are there any amateur radio re- 
aders who know where I can get 
some information on the use of 
the Amstrad with radio? 

And are you able to pass on 
to the readers thai I will swap a 
!6-b»t T199/4A computer with 
joysticks, games, mags and a 
personal record-keeping 

module, all in new condition, foe 
a printer that will (it the Amslrad 
SS4? 

Many thanks for an enjoy- 
able mag- 
William Fairbatrn 
5 Dumbarton Road 
fort William, Inverness-shire 
PH33 GUU 

Both Cyrus E Chess and 
Colossus Chess 4, from Artisoft 
and CDS respectively have two- 
player options. Of the two we 
prefer Colossus Chess. 

On your second point, there 
are numerous books available 
on the subject of communic- 
ations, some with chapters spec- 
ifically on radio comms. We 
suggest yon scour the book- 
shops for a suitable book on the 
subject. 

Allo-allo-allo 

Every now and then my Ammy 

picks up the local police radio. 

It's weird when your computer 

starts speaking to yer! 

James Bland 

Stonehaven, Aberdeen 

Tech ed says his hi-fi (not an 
Amstrad) picks up police, bal 
has never before heard of 
Arnold behaving: m such an ill- 
egal manner- 
Letters ed cut a lot of this 
six-page epistle. Seep . 'em 
short! 



Share your printer? 

I need access to an Amslrad 

primer, and I was wondering 

whether any readers could help 

me: I'd obviously pay for the 

use of the peripheral. 

Fatal Gill 

lS.i Bradgatt: Ave 

Cheadle, Cheshire 

SKJB3AQ 

A friend in need 

During an idle hour last night, 
which [ spent reading back 
numbers of your magazine, I 
could not help noticing that in 
the tellers section the same 
complaint came up several 
times. What is this recurring 
complaint? St is simply that many 
people are feeling cut off and on 
their own as far as their hobby 
is concerned, Not for them Ihe 
gregarious pursuits of the 
Spectrum/Commodore 64 

owner, due mainly to having the 
only or perhaps one of the few 
Amstrads in their area. It was 
with this in mind that 1 decided 
to offer these poor 30uls some 
help, having suffered the same 
complaint far over a year 
myself. 

Whal kind of help would be 
required or sought I have little 
idea, but as a start a postal user 
club With nominal fees would be 
a step in the right direction. This 
decided I have taken it upon 
myself to try to organise this. At 
present the format of said club 
would be no membership fee, a 
once monthly (lo start) newslet- 
ter containing programming 
hints, pokes for arcade games, 
help with adventures, and per- 
haps a swap shop area for 
members. 

Obviously this format is 
open to change if there is, for 
instance, any area where mem- 
bers would like more or less 
time/space devoted. Also, open 
access listings could be in- 
cluded: or this area might be 
bettor catered for in a tape/disc 
format. All this and more would 
be left entirely up to any mem- 
bers concerned. 

The above scheme, while 
practical, stumbled at the very 
first hurdle in that I was unable 
m contact these potential mem- 
bers due to your habit of not 
printing full addresses. While t 
understand that Ihis may be a 
legal requirement I give full 
permission lo publish my ad- 
dress as otherwise there can be 
no replies. 
Gordon Yacomine 
30 Fin* von Street 
DnndH 
Scotland 

As you can see, we are quits 
happy lo print your full address 
there is good reason! 



Colour programming 

I have only recently deciphered 
the* Amsirad manual and can 
now define characters using the, 
symbol command. But you can 
use only one colour using this 
method. 1 have got more than 
one colour by setting the char- 
acters transparent and putting 
two characters on fop of each 
other. This takes a lot of time, la 
there another way? 

Could you also do a review 
of some of the speech synthe 
sisers around? Is Speech from 
Superior Software (advertised 
in August issue) available in the 
shops yet? 

You have the best magazine 
on the market. Don't go chang- 
ing it too much and make sure 
Joyce doesn't lake up too much 
space. 

By the way your Type-ins 
are getting better and better, 
Blitter was fir si -class, and Boun- 
cers was great too. 

Mark Birftn 

Poole, Dorset 

I'm afraid you're already using 
the fastest method of producing 
multi-coloured characters, short 
of writing your own routines in 
iriachmc code. 

We have had a production 
copy of Speech, and hope to 
review it next issue. 

As for your worry about 
Joyce taking over, Arnold has 
tht$ magazine all to himself now; 
Joyce is out on the streets this 
month in hex own Ode, 9000 
Plus. 

Defining To sword 
keys 

Hullo there, you lovable loonies. 
Anyone who can make a career 
out of zapping whatztts and 
dodging thingamybobs must be 
looney. And my grandpappie 
would have sound advice for 
you lot: 'Go out and get a pro- 
per jobl' Thanks for a smashing 
magazine. 

As even perfection has 
room for improvement, how 
about a retrospective index (o 
past games and reviews? 

Now chief guru of the 484, 
please help me if you can, or 
publish my address so those 
fantastic readers of yours will 
help me out of my misery and 
let me in on the secret they will 
no doubt have long since 
worked out. 

The Tasword 484 word- 
processing program has the 
facility to redefine some keys 
for words which occur often; 
however, they limit the number 
of characters, for all keys, to a 
mere 120. As t would like to use 
far more than this, is there any- 
way to poke or otherwise alter 
the program so that [ can have ai 



least 2000 characters? 

Please explain in the sim- 
plest of terms as I am an A-pert 
(opposite io X-pen). If there is 
no solution could you tell me if 
there is a word-processing 
program which could give me 
this facility? 
EK Scott 
London W14 




Wfv^ A&it ptFFepeHT..." 

/ don i know of any word- 
processor that allows you to in- 
sert so many characters with a 
single keystroke, tt sounds to 
me as if you are approaching 
the problem from the wrong 
direction. Presumably you have 
whole paragraphs of text that 
you often need to insert into a 
document The best way is to 
store these as separate files on 
your work tape or disk (it really 
comes into its own with a disk- 
based system). You can then use 
the merge' facility in Tasword 
to insert these files at the curr- 
ent cursor position. If you have 
problems then certainly both 
New Word and WordStar have 
this facility. 

Joyless stick 

When we got this month's AA 1 
was pleased lo see you were 
offering a Eonix Speedking joy- 
slick, so I went and got the issue 
in which you had reviewed it. 

My heart sank when 1 saw 
that it just used rtucroswitches, 
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Yajf/qfier questions answered 



for when t first got my computer 
I got a Quickshot II joystick. 
Pretty soon it started to break 
down. We got a replacement, 
assuming we must have had 
soma bad luck. But when 1 
plugged it in, 1 discovered the 
same thing again! When we re- 
lumed this one and asked for 
another replacement the man 
said that he was not slocking 
Quickshot joysticks any more, 

So 1 got an Amsoft JY2 joy- 
stick. This was all right for a few 
months until one day playing 
Harrier Attack it didn't respond. 
Than a few Week? later tWO Of 
the suckers ripped on. All of the 
joysticks were microswitch joy- 
sticks, so you can see why I am 
very wary of ihe Konis Speed- 
king. Is this joystick as durable 
as you say? 
Oisin Lawless 
Dublin 

/ don't know what makes you 
think the Quickshot B and }Y£ 
are microswitch joysticks, but I 



switches - domed metal con- 
tacts mounted directly on the 
circuit board. These are cheap 
to produce, but they're much 
less responsive and durable 
than the microswilches in the 
Kotu'x or the leaf-spring 
switches in ihe Wico, Bob's 
other fa ve joystick. 

Is the Konix as durable as 
we say? Welt, since the review 
we've subjected it to six months 
of real hammering and it's still 
going Strong. I'd call thai dur- 
able, wouldn't you? 

No colour ghosts 
on modulated TV 

My son purchased Elite's Idlest 
game. Ghosts and Goblins, on 
cassette for his Amsrrad 664. 
which operates with a colour 
television and modulator in- 



stead of an Amstrad monitor. 

He found that the loading 
picture came up in colour. How- 
ever, once he started to play the 
game it changed to black-and- 
white, We returned the game to 
Elite to ascertain the fault or 
obtain a refund. 

Elite's director B R Wilcox 
telephoned that the fault lies 
with our set-up and not his 
game. The game, he says, i* 
designed for the Amsirad sy- 
stem and not for the computer 
With a colour TV and modulator. 



PROBLEM ATTIC 



We pointed em that the 
cassette case does not ao spec- 
ify, and that other Elite games 
load without problems, He said 
the game worked and that it was 
unfortunate that it did not work 
for people without colour 
monitors. 

We would like you to warn 
other Amsirad users who might 
bo considering purchasing the 
game. 

Richard Lord and 
dejected out-of-pocket 
son Jason 
Felixstowe, Suffolk 
You are not the only person 
complaining; on this point - our 
phone has been ringing too. 

With this kind of thing, your 
best bet is to go back to the 
shop where you bought the 
game And ask for a refund. 

We spoke to Mr Wilcox at 
Elite about this problem, and 
were told that future releases 
would also be tested on systems 
using modulator and colour TV, 



zine before I now find myself 
writing for the second time in a 
few days. 

Concerning the "Graphics 
Bonanza" on pages 92 & 93 of 
the May 'Amstrad Action', I 
have typod in alt three 
programs and all work very 
nicely. 

However 1 wonder if you or 
James Cadwallader could 
explain one or two points on the 
Rotating Sphere program;- 

a. Line 33S. "secondnum 
ysize" appears to serve no pur- 
pose whatsoever. 

b. Lines 370 and BIO. As line 370 
sots "first" to Z it would appear 
lhat the program will always 
GOSUB 1840 and never GQSUB 
1530. Hence lines 1930- 199S will 
never be used. In line 370, What 
purpose does "last - IS" serve 
as "last" doesn't appear any- 
where else? 

Major J H A Bry den MBE 
Edinburgh 
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left over from the earlier ver- 
sion, and should realty have 
been excised by as. 



to other titles too, so anyone 
using TV via modulator rather 
than the Amstrad's own monitor 
would be wise to make this 
clear to the shop before they 
buy any game, That way the 
shop would bo obliged to grre 
you your money back if the 
game turned out not to work 
properly. 

However, anyone with this 
problem should complain and 
complain loudly, A green 
screen Amstrad system with an 
xvxili&ry celovr TV, driven by 
Atttsliad's own mudulator, is by 
no moans an unusual or unor- 
thodox system. Software houses 
should ensure their titles run on 
such A system, or make dear Oh 
the packaging that a title does 
not work with TV modulator. 



[22?riB 



Strange commands 

Never having written to a maga- 



Serialised ROM 

1 own a CPC 6 128 and wish to fit 
Arnoi's Utopia on ROM. As I do 
not own a ROM board would it 
be possible to fit this ROM into 
the Amstrad R5232 interface? If 
this is possible, how would t go 
about fitting the POM and how 
would I call it up for use? 

I enjoy reading your first- 
class magazine and find your 
recent CP/M tutorial of great 
help. Keep up the tutorial-type 
help and the first-class reviews 
of bgtheolt- and hardware, 
CMadrell 
Cleveland 

/ don 't know if Utopia demand? 
some particular ROM number - 
check the instructions on this 
but assuming it doesn't you 
should have no problems fitting 
it in place of your RS232 ROM. 
Whether it's a good idea or not 
is another matter: for one thing, 
you'll have to swap the ROMs 
over every time you want to use 
the inteiface. 

Tape-dlsk trauma 

Is it possible lo get Starion. Yie 
At Kung Fit or They Sold a 
Million onto disk? I have been 
trying for ages, having many a 



sleepless night, trying to crack 
it, Also I bought Hunchback 11 
for my 664, and it just refuses to 
work. I am sure that you brill 
mag magicians can think of 
something. 

Anyway I think that the mag 
is great (grovel, grovel) but 1 
think a little bit more of the Pilg 
wouldn't go amiss, Also is it 
strange that my Quickshot II joy- 
Stick is able to crash my 
computer? 
D Wreford 
Even Ley, Hampshire 

Bad news: Hunchback II is plain 
incompatible with the 664 it is 
an old game, probably still 
under development when the 
664 was released, and software 
houses weren't at that time 
aware of compatibility pro- 
blems. The packaging states 
that it runs on the CPC 464. 

As for the Quickshot U. just 
don't use the auto-fir a button 
and you won't have trouble. 

Joy from Arnor 

I saw Mr Webb's letter (August) 
complaining that Cyrus It Chess 
crashes on his 6128 with Pretext 
on ROM. 1 had the same pro- 
blem with my 464, notably with 
Battle of Britain, which locks up 
at the exciting bits, and 
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The last thing Mr Webb 
should do is keep removing and 
refitting the Pretext board 
because eventually the connec- 
tors will give up. I rang Arnor 
and they sent me a little routine 
which disables all ROMs except 
the disk drive on the 4€4, 

I have got both a Quickshot 
II and a Quickshot II Plus joy- 
stick; and Tind that both sticks 
work OK with some programs 
provided the autofire is turned 
otl, but that with other programs 
the stick is locked on fire per- 
manently whatever you do. This 
is particularly unfortunate in 
Elite because space stations res- 
ent my feeble attempts at doc- 
king enough without my stuck 
stick trying to shoot chunks off 
them as well. Any suggestions? 
G | Edwards 
Leeds 

Amor's helpful routines for the 
various other Amstrad models 
were published in the Septem- 
ber issue, page 11. 

I've never had any pro- 
blems using a Quickshot II with 
Elite myself. It could be a fault in 
the autofire switch on your stick. 
but that still wouldn't explain 
why you have the problem with 
just certain games, 1 can only 
suggest that you buy a better 
joystick, or play on keys 
instead. 
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Powerful stereo amplifier which utilises the 
Amstrads full sound capabilities. 

Compatabte with the 464. 664 and 61 28 
computers. 

Very easy to use. Demonstration software 
included. 

Enhances most existing software in 
wonderful stereo. 

No external power supply needed. 

Works with ALL add on s. 

Complete with two high quality 30 watt 
double cone air suspension speakers in pod 
mounis. for group listening and a parr of 
lightweight headphones for personal 
listening. 



Range of music tapes which complement the 
Maestro perfectly. 

r Can be used with your own Hi-Fi speakers 

A must for all music lovers 

Designed by experts. 
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WHATEVER WE DO... 



.....WE DO IT BETTER! 
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Reveal yourselves! 

Why don't you give us more 
info on yourselves and what you 
gel up io in those -crazy Some- 
rcon offices, A certain CBM 64 
mag had no problem in reveal- 
ing themselves on to the public. 
Was Bob Wade one of Iheni? 
}/ (poor fellow, he has seen the 
error of rus ways]) Give us a 
page of gossip or funny things 
which happened around yom 
offices in the past month. Call it 
ihe BACK PACE 1 or 'MATTS 
EYE. (Do you like being called 
Matt your lordship 1 ?) 

] agree with most of your 
reviews but with Hypersport3 I 
d^sagT&e. Hypersports: is- slow, 
graphically dull and unpiay- 
able. 1 think the mighty BW was 
being a little too generous 
(SB%). Your layout is a Utile 
haphazard but there is good 
editorial to read. Please have 
more software reviewers, and 
where did the third opinion go? 
Voice of the People is a great 
idea although people 



games always think they have 

got a good game. This tends to 

make their statements a little 

unfair. 

Richard (Da Vinci 

of the North) Spence 

Co Down, N Ireland 

So you want to know what goes 
on down in the Old Bun? Much 
keyboard boshing And joystick 
thrashing mostly with tho odd 
bit of ciaziness in between. , . 

Reed the review 

1 recently bought the game Rad 
zone by Mastertrorric for my 
464. The game is great, in fact 
it's my best game, but while 
playing it I noticed more than a 
passing resemblance to The 
Scout Steps Out sold by Artisoft. 
I have not actually played Scout 
but 1 have numerous reviews 
and screenshnls of the game. 

If both games arc written by 
Ihe same person is he conning 




Groups & penpals 

We think it would be a good idea if 
you had a 'dub' page in your 
magazine (well maybe not a page, 
but a section). We are a sort of 
club, not the type that meets any- 
where, but we send out monthly 
newsletters to our members. The 
newsletter is full of reviews, news, 
quizzes, competitions,, etc We only 
launched a couple of months ago, 
but we do have two members! 

Our dub is called Coac (Club 
of Teenage Amstrad Compulerists) 
and our newsletter. Canted axon 
Gatac is aimed at the l£-to-l6 age 
group. To join we ask £1.25, for 13 
monthly newsletters plus free pos- 
ters, demo programs, blank cass- 
ettes and t-shirta (if available), 
Coarad Hart, Gregory Hart, 
Selena King 
48 Dovar Road, room 14 
Wantfead, London E1Z SEA 

OK, here goes with a summary of 
similar letters recoivod this month; 
Six issues of Amstrad Comput- 



Sshed fst £1) since September 1985. 
with no adverts other Stan com- 
panies offering chaoouns. Sub- 
scribers can also join a round robin 
on tape (tree) or disk (SOp) and a 
puhixxbrmw software library 
(£125 for txpyimj and poStaoTiy). 
Catamtst Chris Bryant, 11 Haven- 
view Road, Seatcm, Devon, EX12 
ZFF. 

h Norfolk, 'ordinary people 
from at? walks ct life with key- 
boards attached to their fingers' 
can senef a sdf-addrc&ed stamped 



envelope to Amstrad User Group 
(NorfoUe), 38 Goose Lane, Sutton, 
Stalham, Norfolk. 

And a body has been formed 
to help all user groups in Britain 
and Europe 'by acting as a pres- 
sors group, providing a single 
votce ibr Anstrad users every- 
where'. II also administers a 
discount-card scheme and pro- 
duces a monthly netrafefflar by And 
fpr sutSfiatpd dobs. Amstrad 
Croups Federation, 4 Sutton 
Road, Gorton, Manchester, MID 
tfft 

37m? following individuals 
would like pen-pals. We'd suggest 
sending an s&,e. if you write. 
> Simon Dennis, 1 Croft Rise, Man- 
sion. nrBJey, W Yarks, I&9 GLU 
^Stephen Pope, 14 FaHowfieH 
Ave, HaE Green, Birmingham. BS& 
ONL (any dab in the Birmingham 
arm?) 

*David Moldoon, 35 Mansfield 
Crescent ChapelSun, nr Strathawen. 
Unarkshixe, ML10GSB 
>Mark Gottam, 45 Station Road. 



WAS2PH 

**Dan Roberts, 39 Felton Lea, Sid- 
cup Kent, DA14 SEA (has 464 with 
disk) 

*■ Robert Rowbofham. 4 Paikgate 
Way, Shaw, Okihain. OL2 8JH 
(wants Oldham-area friends with 
464) 

^Robert Shepherd, 4 Ttasthorpe 
Road, Suttoh-on-Sea, lines, LN12 
3LT(age 16, ovms4$4) 
P-Sergio Vasquss, Rua General 
Silva Freire 151-4D, 1300 Lisbon. 
Portugal (just bought a 613BX 



the public and Amscft and Mas- 
lortroiuc? If one is a copy of the 
other, is this illegal? Is n all a 
big coincidence? Am I com- 
pletely wrong about the whole 
thing 9 
Gavin Tyte 
High Wycombe, Bucks 

Read qui review of Radzone 
(July). We said it's by the same 
authors, in a similar style, but a 
budget game: £2 instead of £9. 
So. no. it isn't a rip-off. 




Unimpressed 

Okay, okay, so 1 gather your 
reviewer did not like Nuclear 
Heist- but what a review. 

So il was not Who Dares 
Wins H quality, but it was one of 
the lew Amstrad games which is 
fast. 



You said my game features 
flickering' sprites. They are 
fast, but they do not flicker. 
Maybe it's your eyes. You were 
so busy mocking my game you 
swapped the pictures for Ball 
Blazer and Monty on the Run. 

Thank you fox giving me 
jusl over half mark* for the 
sound on this game. I also did 
the sound for KiDapede which 
attracted a high percentage for 
the somes and a better review 
than mine. 

Despite ell this you produce 
an excellent magazine. In (uftue 
could you print the author's 
name in a review? 
Jon Paul Eldridgc 
Trowbridge, Wilts 

U I remember correctly, the 
graphics and sound werep t the 
main problem with Nuclear 
Heist. 

On your second point, 
printing the author's name is 
certainly a good idea - the tro- 
uble is often actually finding out 
who the mam author of the 
game was. As often as not it is a 
team effort involving a host of 
people on various aspects of the 
program And the concept. 
Thanks for thu idea tliongh. 



SIREN SOFTWARE 



MASTER DISC*"NEW" 

The only disk utility package you will ever need, 

this program really does it all. IMAGE - make 

backups of your disks (inc tunny for male, etc) 

DIRECTORY EDITOR - unerase files, show 

hidden files, secures files etc 

SPEEDFORM -format your disks lightning fast. 

SECTOR EDITOR -complete sector editor. 

DEPROTECTOR - deproteel a Basic program. 

DISK HEADER - display start, length, type, etc ot 

files. 

TAPE HEADER - as for disk header, but for tape. 

TRANSFILE - transfer individual files from disk to 

tape or disk to disk. 

DISKMAP ■ shows how files are stored on disk. 

TYPESTYL& - display on screen or printer any 

ASCII file. 

DUMPFILE - display Hex/ASCII format for contents 

of a file. 

DISK -speed up your disk drive by up to 20%, 

This disk does it all! 

On 464. 664,6128. Disk only £12.99. 

OVERSEAS PLEASE ADD CI .00 FOR POSTAGE AM) PACKING 

SIREN SOFTWARE 

TRAFFORDTE.OHNICAL CENTRE. 

43ELFINOREROAD 

MANCHESTER Ml 6 ONG 
TEL 061 8-13 9233 



SIREN SOFTWARE 
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Gargoyle's new look 

Gargoyle Games, famous for 
excellent arcade adventures, 
are moving into arcade games 
w:th the launch ot a new label 

called Faster Than Light. The 
first three games on PTL are 



Light Force* Shockway Rider 

and Samurai Dawrn, which alt 
feature a new technique they 
call 'Lasermation''. Don't know 
what the games look or play like 
yet but I can't wail, 




Football's back! 

Gremlin's latest project is called 
Footballer of the Year, it puts 
you in the role of a professional 
footballer trying to make his 
way into the big time, You appa- 
rently start the game aged 17, 
playing for a fourth-divissort 
team, with tSQO m cash, 10 gosJ 
cards (whatever they are) and 
an awfui lot of ambition. Among 
the game's features, say Grem- 
lin, are transfers, career record 
cards, league. EttFA, FA and 
Milk Cup games And the 
iootbailer-of- the- year award 
ceremony. No price available 
yet - but with Bob doing the 
reviews a football game will be 
hard to miss. 





Dix ditties on dtsque 

Bored with Impossible Mission? 
Then get Arnold pitying Mis- 
sion Impossible instead - Of the 
theme tune, al any rate. Van- 
guard Leisure, the people 
behind the Maestro amplifier 
featured in this month's music 
special,, have gust produced a 
collection of ten digitised tunes 
for your CPC and Ml is one of 
(hem. 

Though originally intended 
to promote the Maestro, these 
pieces can also be played 
(rather leas impressively) 
through Arnold's built-in 
speaker. They're collectively 
entitled Easy Listening, and inc- 
lude not only TV and film 
themes but also works from 
such noted tunes ters aa Queen. 
Bach and Abba. 

You can gel the tunes on 
two separate cassettes of five 
dimes each, or the full ten on 
one disk. The cassettes cost 
EB.SO each while the disk 
Will sot you back £14.95. 




Page the Oracle 
with a CPC-Fax 

If you wanted your Am a id to 
pick up teletext Ccefax. and 
Oracle, in other words - than up 
until now you'd have needed to 
Shell out CHS for Vclex'as TTX 
teletext adaptor, as reviewed in 
the April issue of AA. Hampsh- 
ire firm Microtext have just 
Changed all that with a new 
adaptor (no snappy name, just 
the Microtext teletext adaptor} 
priced At a meagre £69.93 

There is a slight snag, 
though. To keep the cost of the 
unit down, Microtext have leEt 
out the tuning circuits a teletext 
adaptor normally needs. Instead 
their adaptor uses a pre- 
processed signal from a video- 
recorder. This is clever stuff 
and very cost-efficienl if you've 
got a video, but no use to you at 
aft if you haven't (unless you're 
lucky enough to have a TV with 
a "Video Out' socket, that is). 

Cot all that? Those of you 
with a video (ot well-endowed 
telly) can reach Microtext on 
(Q?QS) S95694 If you're video- 
less on the other hand, 
there's always Volex 
on {.061) 736 6322. 



'Ml go' 
tar the CPC 
despite summer lutt 



Over the last month we've been 
hearing some ugly 
rumours about falling sales of 
CPC games. Some software 
houses say they've been very 
disappointed with the Amstrad 
market over the summer and 
put the blame on a shortage of 
CPCs. 

Summer is always a slack 
lime for software houses, with 
the longer days and better 
weather luring people away 
from their computers. But the 
houses concerned think there "9 
more to it. The problem, they 
claim, is that there aren't 
enough new CPCs available so 
that the market isn't growing as 
it should, 

There's even been specul- 
ation that Amstrad have actually 
stopped production of CPCs 
altogether and are phasuig the 
range out. One major house told 
AA they thought Amstrad might 
be starving the market of CPCs 
prior to flooding it with Spoc- 
irums. So is the CFC games 
market in trouble? 

MaBtertronic's Alan Sharom 
thinks not. 'It's all-systems-go on 
Amstrad games,' he told u». 
"We've got two new CFG titles 



coming out next month, and 
loads more in the course of 
conversion.' 

Herbert Wright of Firebird 
is similarly confident: 'We're 
very pleased with the way our 
budget games have done, and 
optimistic about the new full- 
price titles we're bringing out,' 
Activision also have a large 
number of new Amstrad titles 
coming qui between now and 
Christmas, and foei confident 
that CPC games will continue to 
sell well. 

As for the machines them- 
selves being in short supply, a 
straw poll of chain stores across 
the country found that they all 
had 6123s in stock, and all but 
one Were confident of gelling 

further stocks if they were to 
sell out. 

It certainly doesn't look as if 
Amstrad have stopped produc- 
ing CPCs. Amstrad themselves 
said 'Amstrad-branded games 
machines' (CPCs, that is) 'cont- 
inue to sell well, and we have no 
current plans to interrupt that 
success,' That, we must hope, 
settles that - but those rumours 
did have us worried for a mo- 
ment there, 
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All go at 
Ariolasoft 




Until now Ariotasoft hasn't been 
too prominent on the Amstrad 
scene, but that looks set to 
change with two new labels and 
a boat of new games for the 
autumn . The two new labels are 
Reafctor, intended for arcade or 
action games, and 39 Steps, in- 
[ended for su^iegy or adven- 
ture titles. First out on 39 Ships 
is They Stole a Million. Further 
up the pipeline are Tujsd, 
(Hams-lot Warriors and SspuJcrL 

The first title out on due 
Reaktoj label ta called The 
Deactivators and ■we've already 
seen a pre-production copy of 
it The game is set m a building 
equipped with very high secur- 
ity systems - which unfortunate- 
ly can't cope with a good old- 
fashioned bomb. Even more un- 
fortunately a bunch of terrorists 
have discovered the weakness 
and scattered bombs every- 
where, repiogsfammed the 
robot guards to kill on sight and 
polled crucial circuit boards out 
of the computer. 

There are five levels to the 
game, each, representing an 
area of the building, and of 
course they get progressiva! y 
harder. Bach level is split into 
roams, two of which are viewed 
at a tune in the main screen 
window- Below this is a panel 
showing the map of die level, art 
icon menu and any object being 
carried. 

2 new Jlmstratt mags 
win Haves from AA 

This month Amstiad Action can 
bring you exclusive news of two 
new Amstrad-based magazines: 
8000 Plus caters for PCWB256 
and 8312 owners, and PC Plus 
supports the now Amstrad 
PC 1 5 1 3 IBM-compatible. 

We didn't have to go very 
far to find on; about them, 
because they're being pro- 
duced right here in the Old 
Barn. 

The first issue of $000 Plus 
will be On sale at the Personal 
Compiiter World Show on Sep- 
tember 3rd at Oiympia m Lon- 
-'-: -7 .d goes into newsagents 
on me 11th. It includes a large 
guide foi software buyers, 
• : . . : rc-views OYSr BO pack 
«ges from BrainsKttiu to Barman, 
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plus tons of info to help you get 
the best cut of CP/M and 
lecoscrjjPt 

Inside 8000 Plus you 11 find 

the first issue of PC Plus, a new 
friendly user's guide for the 
Amstrad PC1512, though most of 
the contents will be useful to any 
PC-compatible owner- It will re- 
flect the market changes that 
this budget compatible will 
bring - with plenty of reviews of 
new low-cos" software and lots 
of hints and tips for the first- tunc 
user- 

PC-PLUS will go independ- 
ent of 8000 Plus in the very near 
future. And both magazines . like 
Amstrad Action, are independ- 
ent of Amstrad. The first issue of 
8000 Plus, with PC Plus free 
inside it, will cost £1,25 - not 
bad for two hot new magazines. 



The task is to control a 
group of dioids in the building 
to get nd of all the bombs; They 
have to throw them out of an e*it 
door in one of the rooms. These 
are complications: the robot 
guards kill on contact, circuit 
boards have to be placed in the 
computer to aiipw . access, to 
some bombs, and you have to 
throw things between, rooms 
and between droids to get them - 
out. 

Later levels get bigger and 
more complicated and intro- 
duce nasty surprises like rooms 
turned upside-down and 
sideways. All this combined 
with a constant panic against the 
clock makes a very original and 
addictive game. Look for a full 
review next month - 

They Stole a Million also; 
looks like a very original game 
to test your wits. Your task is to 
choose a suitable place to bur- 
gle, hand-pick your team of un- 
derworld experts, plan the blag 
with . the help of the building 
blueprints and then actually 
carry it out. The pre-production 
version we've seen shows trem- 
endous promise with nice use of 
window menus, plenty of' 
humour and lots of thought and 
planning required. 

Ty/ad, Camelot Warriors 
and Sepulcri were also still 
being worked on when they 
were shown to us, but all look to 
have something different to 
offer. The most intriguing, 
Camelot Warriors, is being pro- 
duced by Spanish authors. It 
puts you in a dream sequence 
where reality and fantasy mix in 
a weird combination; you have 
to get out of the dream by find- 
ing the objects from the real 
world. 

All the games; will cost £8 SS 
on cassette and £14.95 on disk. 
The release dates aren't definite 
yet, but keep your eyes peeled 
for the reviews. 



Mastertronic offers 
its first hardware 

A new joystick is about to hit the 
market, the first bit of hardware 
to come from Mastertroiuc. who 
have won several AA raves for 
budget software- Called the 
Magnum, rt is fully compatible 
with the Amstrad. tt will be in 
the shops die end of September 
priced at tlZ SO. 

The joystick is based on 
electronic microswitches rather 
than conventional leaf-spring 
mechanical switches, giving in- 
stant response, Mastertroiuc 
claim. It has a supcrlight trigger 
and a full six feet of cable. Ad- 
vanced ergonomic design 
should preserve both either 
left- or right-handers from 
fatigue. 
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Martech mania 

Marteth is another software 
house with big plans for the 
autumn, First up on the list is 
W.A.R., which the press release 
says is a 'very fast, smooth- 
scrolling, addictive ahoot-em- 
up, with a clever underlying 
strategy'. We'll have to wait for 
the review copy tg find -out 'or 
ourselves . It wiL cost tti.9S on 
cassette and £1 2.&S on. disk. 

Uehi-Mata is yet another 
martial-arts game, but this lime 
baaed on judo. According 10 
Martech it has 'some of the best 



animation sequences ever scon 
an a homo microcomputer 1 , has 
one- or two-player options and 
has the powerful support of 
Brian Jacks as technical consult- 
ant Pricetag will be £9.9S on 
cassette and £13:95 on disk. 

Cosmic SitQGk Absorber ia 
another interesting project, de- 
scribed as a '1 as; "n 'furious 3D 
shoot-em-up. down, left, right 
and Any Other way possible,' 
HmnuT,? It stars a "fourih- 
divtsion superhero' battling to 
save (he universe. You'll be 
able to join him for £8,95 on 
cassette and £ 1 3.95 en disc, 

A little hrrther ahead. Catch 



23 wiC feature 'lotai environ- 
ment representation ' and Ron- 
ald "Bedtime for Bonzo" 



Reagan's Star Wars program 
will star in SDL Two frightening 
possibilities, losay the least. 



Doom Plus 

The disk version of Doors of 
Doom has arrived and - surpr- 
ise, surprise - if s called Doors 
jofDootn i . It has three delight- 
ful scenery backgrounds,, in- 
cluding the one from the cass- 
ette. One of the three is picked 
randomly when you start each 
new game, so you'll quickly get 



to know ihem all. The excellent 
screen- design facility is there 
also, Although the gameplay is 
uncomplicated the superb 
graphics and compulsivcness 
make this a worthy addition to 
disk software, h costs £13.95 
from Artisoft. 
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MUSIC SPECIAL 




WIRED FOR 




SOUND 







Computer musician MARK JENKINS investigates the musical possibilities of 

Arnold, and introduces this seven-page Music Special... 



Ardent game players will already have some idea of the 
musical possibilities of Arnold. Games such as Monty on the 
Run, Knight Games, Ghosts n 'Goblins and many others make 
good use of Arnold's sound chips and indicate that, with the 
light software, Arnold could be a musician in his own right. 

Later on we will look at how the Midi system allows yon to 
control professional synthesisers with your micro, but don't 
forget thai Arnold's sound chip is a small synthesiser in its own 
right, and many of the music-oriented packages available need 
nothing more than software and an ear fox a tune to let you 
make music. 

Back in July Andy Wilton looked at two products. Minstrel 
from Kuna Computers (£14.95 cassette, £19.33 disk) and Music 
Box from The Electric Studio (£S.&5 cassette, £16,95 disk). His 
conclusion was that Music Box was well laid out but 'looks puny 
and overpriced compared to Rainbirds Music System' . Later in 
this Music Special Andy looks at the £29.95 disk-only Advanced 
Music System, which can be upgraded from the basic Music 
System for £14 (from cassette) or £10 (from disk). 

Much more basic is Music: Masse f from Vanguard Leisure, 
licensed from Datasync, Vanguard are the people who 
launched the Maestro- a hardware package offering a small 
stereo amplifier, headphones, two 3-inch speakers and a music 
demo cassette which takes full advantage of the Amslrads 
stereo sound output- Both packages are covered in depth later. 

Another package which will provide endless hours of fun is 
Amdrum, arrallable through Boots and manufactured by 
Cheetah Marketing. Anetram is the only one of these packages 
to go beyond the comparatively limited potential of the 
Amstrad's own sound chips. Again, see the full review in the 
next few pages, 



THE DEVELOPMENT OF MIDI fl 

Why have microcomputers become so popular among pro- 
fessional musicians? Simply because in the last few years 
musical instruments have become more and more like com- 
puters anyway - so using a micro such as an Amstrad is no 
longer an intimidating prospt?ct for musicians as diverse as The 
Human League, Blancmange, Marillion and Dire Straits. It was 
inevitable that professional synthesisers eventually would be 
linked up to micros. 

We're talking about the latest stage of the synthesiser 
revolution, which started around 1968 when Robert Moog 
developed the voltage'Controlled oscillator, and which took a 
massive leap in the laie 1970s with the addition of micropro- 
cessor control. 

The early synthesisers - played by pioneers such as Walter 
Carlos and Keith Emerson - had two main problems: only one 
note could be played at a time, and each new sound involved 
setting scores of knobs in positions which could not easily be 
reproduced. Later microprocessor-controlled synths such as 
the Sequential Circuits Prophet S and the Roland Jupiler 3 were 
fully polyphonic (capable of remembering large numbers of 
sounds defined by the user), so only a few problems remained. 

Even in the '70s, synthesisers from different manufacturers 
were still incompatible with each other. So if you wanted to 
experiment a little - controlling many instruments from remote 



keyboards, note recorders (otherwise kno*vn as 'sequencers') 
or other instruments - you were out of luck. But when Dave Scott 
of Sequential Circuits experienced problems in getting his 
Polysequencer design to control the Prophet S synth, he came 
up with a proposal for a Universal Synthesiser Interface (USI), 

Taking the USI proposals to Japanese manufacturers such as 
Roland and Yamaha resulted in a much expanded format known 
as MIDI, the Musical Instrument Digital Interface, which is now 
almost universally used on home computer interfaces, syn- 
thesisers, drum machines, sequencers and even guitars. 

Midi is a binary language similar to RS232 and other 
computer standards. It uses a serial interface which manifests 
itself as a five-pin DfN plug of which three pins are used for 
earth, live and return loop* Midi In or Out sockets (or both) will 
be found on all instruments, and a Midi Through socket (simply 
passing on the input signal) is an option. Although, some micros 
now have built-in Midi, most need a small interface to convert 
their cartridge or user-port transmissions to the Midi hardware 
standard. 

The 128 note values available through Midi are made to 
correspond to a range of ten and a half octaves on a piano 
keyboard, which is more than enough for conventional compo- 
sition. You can also send vibrato, wow, pitch-bend and other 
modulation levels through Midi. Codes axe transmitted at 
regu'^r intervals to synchronise drum machines, sequencers 
and other units which play notes at a set tempo, so your micro 
can easily lock on to drum sounds or to other music computers. 



WHAT MIDI CAN DO < 
The most obvious thing Midi can do is store and replay notes 
entered from a synthesiser. This makes it possible to compose 
very lengthy pieces and play them back on several instruments 
simultaneously using suitable compositional software, such as 
EMRs Midilrsck Performer, reviewed later- With many key- 
boards now capable of 'sampling' or recording real sounds as 
well as synthesizing new ones, the days of the conventional 
studio using multi-track tape machines could be numbered. 

Micros can also store sounds defined on synths but 
transferred via Midi lo the micro's disk drive. And they can 
help to create new sounds by giving a colourful graphic display 
of all a synih's functions. Some software packages, such as DX- 
Droid for the Yamaha DX? syr.th (not available on Arnold, I'm 
afraid!), will even create new sounds for yon at random! 

Back at a more reasonable level, experimenting with Midi 
requires, an Arnold h a Midi interface and suitable software - and 
of course a Midi-standard music keyboard. One of the best lo 
start off with is Casio's CZ-101, which for around £240 offers 
eight-note chords or four different single notes played simulta- 
neously It comes with miniature keys but is an ideal beginners' 
instrument. 

Nowadays you can pay around £600 for a Midi sequencer 
such as Roland's MC300. but a micro such as the Amstrad can 
perform all the same functions with a much more informative 
display for just the cost of a Midi interface and software. The 
only difference is... we have yet to see an Amstrad being used 
on stage! 

^s^hnu AMSTRAD ACTION OCTOBER 1986 19 



MUSIC SPECIAL 



VI 




IVUDITRACK PERFORMER 

EMR (0702) 335747, £129.85 cass & disk 




If you wish to use the Midi system oft your CPC machine, EMR's 
Midiirack Performer is really the only option ai the moment. 
This is a software package that comes with a Midi interface 
which leta you control synlhs such as the Casio CZ-1Q1. The 
Casio is a very powerful compositional tool, and Fe/ormej- takes 
fuU advantage of all the expression available via the Midi 
interlace. 

The one package contains both cassette and disk-based 
versions, so running on any CPC model h also comes with the 
interface itself, which plugs into Arnold's expansion port. This 
box contains the Midi sockets, and can also control (he cheaper 
Korg or Roland non-Midi drum machines, which you can pick 
Up second-hand Dor around £130 You will be able to use 
Performer only to synchronise these, but they could function ds 
a cheap second instrument to your main Midi keyboard. 

There's only one mam display from which (he whole 
package is controlled. This screen is fairly packed, but having it 
all there in front of you would certainly help to a live perfor- 
mance. On the right of the screen are the Save, Load, Delete, 
Filename, Clear, Text, Arrange and Time Correct furtctions. 
The last of these refers to Performer's ability to clean up a 
sloppy performance on th» synth keyboard to a variable 
degree. 

In the centre of the display are Metronome, Count-In (so 



cursor keys again. This glows you up a little - it would have 
been nice to have used the keyboard to enter Tempo value, for 
example. Some ol the icons are a little obscure too: a little man 
on a podium standing for Tempo, a picture of a metronome for 
Clock. A little confusing, but on the whole Performer is pretty 
easy to use. 

On the left of the display are the compositional functions to 
select which of the eight available tracks you're dealing with; to 
play or mule each track; to assign a Midi channel; to loop tracks 
or allow them to play just once; to filter out velocity recording 
(which can wast© a lot of memory); to transpose the pitch of a 
track; and to arrange a chain of up to 6-1 patterns for compo- 
sitions around 20 minutes long. 

Total capacity of the package is around 3,000 notes, though 
the actual capacity depends on the amount of information you 
require with each note. Ji will deal with eight or more poly- 
phonic synthesisers and drum machines. Performer \s limited to 
eight tracks m theory, instead of the full 16 channels catered for 
by the Midi standard. This is presumably because of the 
limitations imposed by the speed of the Amstrad's processor 
and memory, but the package does allow you to merge two or 
more tracks into one, so your composition can contain up to 39 
separate tracks, though you would not be able to edit all of them 
separately. 

A more serious problem was that the review package 
would hang up if you tried to load a file mat didn't exist. This 
could be frustrating if, for example, you had created a file 
called SONG1, and tried to call up SONG 1 by mistake. It simply 
means that you have to be careful when calling up ales! 

But will it ever replace a real recording studio? That 
depends on whether you're willing to buy a miser and effects 
units to deal with all the synthesisers, and whether you're 
prepared to go without vocals, guitar and Other conventional 
instruments. The best solution is probably to buy a cheap four- 
track Cassette machine and use One track for a click to 
synchronise Performer, three for vocals, guitars etc, and have 
all the drums and synlhs running 'live* onto your master tape. ■ 




you know when, recording is about to start), Clock, Tempo, 
Number of Plays, Time Signature and Start Bar (so you can 
begin recording at any bar of a composition). Record, Play and 
other important functions are selected using a command 
window at the bottom of the screen, and you can adjust the 
tempo using the cursor keys or a joystick. 

The funcrions are first selected with the cursor keys, 
activated with the spacebar and then altered in value using the 



GOOD '. r w s 


BAD NEWS 


^Relatively easy •« bsb. 


■* Error-trapping not perfect 


► Compkte control over 4$ many 


I* Scrwn display obscure la the 


Syilths js you can atlord. 


beginner. 


► Good value compared in Midi 




systems for other micros. 
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Maestro 

Vanguard Leisure (0772) 617G6S. all CPCs" £39,95 

—* M 




The Maestro is designed to improve the sound quality of your 464, 664 
or 6I2B, by lairing the Stereo output from Arnold and amplifying it into 
(wo good-quahty speakers or a pan of personal headphones. 

Maestro esomes well-packed in an expanded polystyrene pack, 
with a full-colour sleeve giving installation details. It consist of a small 
grey amplifier box, two metal-grilled speakers, a pair of headphones, 
connecting leads and a demonstration software cassette. 

The amplofinT has independent volume controls for each channel 
and a push switch lo control speaker or headphone output. Lends are 
attached lo the bock of the box, for power input and output, and signal 
input from the micro. There are also two DIN-typa speaker sockets 
which take the plugs front the speakers. The amplifier a well-made, 
only being let down by the rather flimsy mounting of (he volume 
controls the knobs wobble when you lum them. 

The speakers ihemselves are solidly mounted in plastic cases, 
each provided with a metal bracket which acts as a stand, The 
speakers can be tilted in these cradles to provide a degree of 
directional adjustment, The drive units are dual-cone, which means 
(hat ihe bass and treble frequencies are reproduced by different pans 
of the same speaker. Not quite as good as having separate speakers 
for each range, bur better than the single-cone type. Overall they are 
very similar to the type of speaker provided with in-car stereo 
systems. 

The headphones, which are like those supplied wilh personal 
stereo cassette players, are comfortable and very light to wear. They 
plug into the front of the amplifier box with a short lead- The length of 
this lead and the input lead from the Amstrad restricts where yon can 
put the amplifier so that it's only realty possible to put it close to the 
micro's case. 

Positioning of the speakers is quite importanitj as they dtouldn't be 
too far apart if you want a good stereo 'image'. Don't put them too 
close to the monitor or TV, though, as the strong magnets can distort 



the screen image. For ihe same reason, it's not a good idea to put 
them too close to a disk or disk diivre The speakers are supplied with 
screws to attach (heir brackets to ihe wall, and this is probably a good 
way to mount thenx 

Ths quality of sound (hat Amstrad micros can produce is very 
good, and this is well reflected in the standard of output from the 
Maestro. The sound is clear and clean, with little distortion. While not 
up to hi-fi standards it is subjectively very good, and makes flte old 
CPC sound lite a different machine. The demo cassette provides a, 
couple of good examples,, in stereo. The Amstrad's stereo output is 
divided into three channels, one for left, one for right and the third 
split halfway between the two, so appearing in Ihe centre . 

I tried several cassettes, including Winter Games which came out 
well, and the library of tunes provided with Rainbirds Music System 
The Music System puts the background rhythms on one side, rather 
than in Ihe centre, which gives a 3trange effect , but it's stxtl heaps 
better than ihe mono output of Arnold on has own. 

When you're not playing anything through Ihe JV&estro, there is a 
fair amount of background hum. This is more noticeable through the 
headphones, but under normal circumstances it's not enough to be 
annoying. 



EXCELLENT VALUE V~™-»<-. L . 

The Maestro represents excellent value for money. It's a very 
.ittTFictivo peripheral for any Amstrad CPC micro, and as (he 
advertising blurb says, it works with ALL add-ons'. 

All. lhal is, except the Amdnvn. This is rather a special case 
though, as the Amdmm expects lo be connected into your hi-fi and is 
fitted with an RCA phono plug which isn't directly compatible with the 
stereo jack on the Ma&stro's input lead. But it shouldn't be hard to 
cobble together a connecting lead if you want to use (his setup. The 
Amdnim's output is only in mono, 

fa all other respects, I can thoroughly recommend the Maestro. ■ 




Connecting the Maesfro 



Thfc is fafriy straightforward, although Maestro doesn't draw much current, 
vou end up wHh quite o few extra so this extra bad won't affect your 



leads sprawling across yeur desk, 
Swfteh off oil power to your 

Triaq, and cfecaraneet the- power line 
from the rnemHur to Hie keyboard. On 
to 664 &r 61 2S to Si the five-volt 
lead going to Hie micro, rator than 
Ik 1 2-vorr aaiTino from it - jome- 




toig not made dear in to instruc- 
ted This teod comscti to a flying 
wdtet Ffwn to Maestro, and a 
lead From the amoifwr plugs 



Arnsfrod. 

You next plug m* of to 
speaker; into to Sodketi erf to bat* 

of to omplfrW, add" to heodphenes 
into Ihe socket on to front. A smaS 
stereo Jadi ofcjg awed* Into to 
stereo' uulrnjt from to CPC and 



hto to boo\ of to rrfcje. YWre 
•fltctoXy breaking to Amsrrod 
hod h to rrtdcfte, so to Maestro 
ion lake its po*w from It. TV* 



you're away. No permanent changes 
haw been mode to to mkro, and 
you can disconnect to amplifier 
again whenever yew like. The 



Maestro fe swltbed on and off with 
to power jwildl . on to Amstrad 

monitor. 



GOOD NEWS 


BAD NEWS 


► Improves the Sfttmrf qustrty of all 


► Certain amount a\ t*ack(] round noise 


Amstrad programs 


when not in use. 


► Good-quality * mplifier, speakers and 


I 


headphones ail included. 




»»■ Doesn't require ftttra power supply 


I 


► Good value tar mon»,. 


r 




emtiv*ut 
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Cheetah (0222) HZ337, £34.95 




II you've listened to many modem rode bands you'll know the rhythms 
generated using electronic dram Jets. Until recently these boxes of 
trides started at several hundred pounds - only small change for a 
promising band, but a lot for someone starting out. 

Stand-alone drum boxes come with digitally recorded drum 
sounds which you can program in many varied rhythm patterns to 
back the most complex ol songs. While a micro is ideally suited to 
handling rhythm patterns, most micro-baaed drum machines have 
been hampered by the quality of their sound chips. These aren't 
capable of reproducing acoustic instruments accurately enough for 
serious use. 

Amdrum gets around 8iis nHrtnctian by ignoring the Amstrad's 
sound chip and using its own circuitry to produce the drum effects. 
This is accomplished with a small plug-in unit which connects to the 
expansion bus on the back of a GPC The mono sound output is taken 
from a flytng load attached to the side of this unit, and fitted with a 
phono plug intended tot connection to the auxiliary input of a hi-fi 
amplifier. 

This means the Amdrum can't be used on its own. since you can't 
hear its output without a separate amplifier. The Amebian is iniondod 
for use with other electronic instruments though, so it's reasonable to 
expect this kind of equipment to be on hand, But it's a shame that no 
through connector is provided on the Amdrum for connecting other 
peripherals which use Arnold's expansion bus. 

Once linked up, you have to load the Amdrum software and a set 
Of drum sound data before you can use the unit. The software and 
drum sounds are provided on cassette, and instructions are provided 
for transferring those to disk. 

A set of predefined rhythms are also provided, but these are not 
so easily shifted to disk. Since they're meant to demonstrate the 
Amdnim's capabilities, it's odd Cheetah should expect you to use 
(hem from cassette when everything else might be on disk. This is 
particularly weird as the Arndrum software can't load anything from 
cas se tte when it's Loaded from disk itself. If you don't manage to 
transfer the demo rhythms, you have to run the whole shebang from 
cassette when you use them, 





"" f ""~*™t J . 







Tlic drurrikit' provided with the Amdrum consists of eight 
sounds: bass drum, snare, mid and low icmtoms, cowbell, open and 
closed hihats and claps. Each sound is very dose to its aoousric 
original, although some stul have an electronic overtone. This, if 
anything, adds 10 the overall effect, giving the whole kit a 'modem' 
sound. 

When you do run (he demo rhythms, you can hoar that ihe 
Antdrum is capable of some very complex and professionaJ-sounding 
patterns. The demo covers rock, reggae, latin, march and several 
other music styles, and can be used as the basis of compteie songs or 
edited to produce the effects you want. You can also create your own 
rhythms from scratch, of course. 

The software allows you to create new rhythm elements and to 
link these together, Elements can be repeated in any order you like 
and loop around to repeat complete sequences, which Amdrum 
refers to as songs. Songs can be saved to disk or cassette, and 
reloaded later for replay or edit, 

Individual rhythm elements can be made up by entering numbers 
on a chart displayed on screen, or by lapping out a rhythm in real 
tune. In real time you can add or delete any of the drum sounds while 
listening to the beats already laid down, rf you use the display two bars 
are shown on either side of the current one, which helps line up 
repeating beats. A sound is added to any beat by pressing its 
correepondirvg number key, and you can have up to three sounds on 
a beat 



B u tiding u p to a 'song * 

tf you're constructing a\ Amdrum the current pattern. When 
rhythm pottem v »ng* trvn icraJd\ Happy with a pattern tf can be 
you fim define the nsrtxx of dfyrare *o manor* and you ton 
per bed, which depends on the next 

cMTtptexrty of the (not mythnv On» you hove defined o6 the 

Arttdrvn ley* down a pattern of patterns y av Wrtd yw con link * 
ihgfc dored What becfc to act (no toglher to temi a cenptete 
reforeno? for your ihylhm They con for mstanw, yw how defined 
be deleted later if you don't wont terns 1 , 7, 3. 4 and 5, yctfr-i 
(hem h the finished song. song pattern wwgfrit be 1 , 1, 3, 1, 

You add sounds to a partem by 4, 5, "t , 3. Amdrum software con ■ 
tapping the Gonbei key h top* time repeat the cpmptete secuenw. 
or by adding soondi to a display <sf 
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Its & pity you can't see the cursor following the beats as your 
rhythm is played back, as this would help debugging, Bui the fadlrties 
that are provided give a lot of sophistication., and are similar to those 
on a Roland drum machine I used once, which cost over £300. 

The Aittdnim can bo vised for some quite serious work, bui as it 
doesn't support mtdi it can't be used for triggering other instruments. 
It does have a synchronisation feature however, which can lay down 
the pattern for each sound separately on a mult-track recorder. You 
can then treat each sound rndrvkhialiy and add extra effects such as 
reverberatiort 

The manual is well laid out, but a bit brief and very small (AT). I 
suppose it saves on staples, though! 

Supplied far review with the Amdmm were two cassettes offering 
different drum sounds,, one electronic and the other Lann-AmericarL 
Both are good, offering a wide selection of sounds for particular kinds 
of music. 

The drurrikit editor, provided on each cassette, allows you to 
combine sounds from more than one kit. making up new selections. 
Sounds can be swed backwards, which means they play backwards, 
although you can't play them through the cdilor reverse play is all 
that can be achieved with individual sounds. It would be handy to be 
able to treat the sounds digitally through a separate aound editor too. 

ON THE BEAT 1<%2fe; ■fcSHJfT* ^jm&KWK&flCK 

The Amdwm is a, v^rf reasonably prtced alternative to purpose- 
made drum boxes. You've got to have an Am&trad micro loo of 
course, so the cost of that should be added in a direct comparison. It's 
a unit which is really of more interest to someone who does quite a bit 
with electronic sound or music rather than the casual explorer, and 
offers a lot for the home music-maker. 

Being largely software-based there is a lot of scope for extensions 
lo the system. It should be possible to create the data needed for an 
Amdrum sound either from scratch with a sound designer, or perhaps 
by rapturing it with a microphone and feeding it in from cassette. You 
would then have sound-capture facilities approaching those of the 
fabled Fairhghl keyboard ■ 



I ; 1 1 U 1 1 NEWS 


BAD NEWS 


*- High-quality, digitally recanted drum 


► Small and thin manual 


sounds. 


► Needs separata aftiptiiwr to hear 


► Groat scope far scansion. 


sounds. 


► Offers Similar facilities to bod trend 




drum bonus costing ten times as mud) 
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Music Master ti 

T" Vanguard Leisure (07 1Z) 6 11665, £1 2.SS cast, £15-95 disk 

j. 








This is the software package marketed to go with ihe Maestro 
amplifier and speaker system. It comes on cassette or disk and loads 
without difficulty- Unfortunately, once loaded you start to wonder 
whether it's worth the £1 6 asked for it. 

The screen shows three octaves of keyboard, and when you 
press a key you can hear the corresponding note. The keyboard can 
be transposed up and down to cover a full eight octaves and you can 
select acvy of six voices for fhe notes. The sue function keys f 4 to © give 
you rather pooriy enveloped percussion sounds, A foreground teack 
can be laid over one or two background tracks. 

All this sounds rather goad, until you realise that it's all Music 
Mast&r can do! You can only lay down notes in real time, and when 
you've laid down a backing track (which has to be the right length and 
in perfect tempo) you must then play fihe accompaniment and melody 
line without stopping. I'd be interested to hear of anyone other than a 
trained musician who can do this without error. 

I you do succeed in creating a tune, you can save it to cassette or 
disk and reload and replay it later. There are no facilities to edit the 
piece. 

So sophisticated is Music Master that Vanguard doesn't seem to 
think it needs a manual, printing brief instructions instead on the back 
of the box. They contain some odd English, suggesting that DataSync, 
the people who wrote the program, are from abroad. A pity someone 
srt Vanguard couldn't have edited it through 




Verdict 

When you consider that Rainbird's Muse System, with which tie 
Music Master is comparable in price, offers a scrolling manuscript 
display where you can enter music nole by note, as well as a 
keyboard and synthesiser module to create as many voices as you 
want, you might feel, as I do, that Music Master is vastly over-priced. ■ 



GOOD NEWS 
► Sterns to went « mtfndari 



BAD MEWS 
► It never itrfciied Id do midi. 
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— THE ADVANCED MUSIC SYSTEM 



— - RaLnbnd 

JUl CPCs, £29.9S dbk only 
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Back in our March issue Pete Connor reviewed The Music 
System fram RaiiLbird, and he liked it a lot. It was certainly way 
ahead of the competition al the time, and none of the music 
packages since have really done anything; to change this. Not 
content with merely having the best music product on the 
market, Rainbird have brought out a new improved version Eor 
disk users, They call it The Advanced Music System, and I'd say 
that 'advanced' is the word for it. 

Rainbird have added two new modules to the original 
system: a& well as the music editing and playback section, the 
advanced package haa printout and file-linking modules. These 
beef the system up a great deal, and that's no mean feat 
considering how thorough it was to start with. 



USING THE SYSTEM ^** 

You'll notice the extra featuies as soon as you start using the 
package. After the loading screen you face a new control 
screen, with icons meaning link, edit/playback and printout. To 
start with, the linker is highlighted. You can move the highlight 
to either of the other modules by hitting the space bar, or select 
the highlighted module by hitting enter/return. This is the 
system used throughout the package for selecting icons, so 
owners of the original system wiH immediately feel at home. 

The first thing you'll want to do is create your piece of 
music. For this you'll need to select the edit/playback module. 
This is essentially the same as the system reviewed in March, 
but it's worth a quick look at it again. 

EDITING AND PLAYBACK «M »*J0lA_ itfCAV 

The edit/playback screen n dominated by the Voice Monitor 
Window, or VMW, There are three voices - three separate 
pans to your harmony - but you can edit only one at a time Yon 
can scroll through the score for each voice, adding and delating 
notes as you see fit. The use of a scrolling window makes 
editing very easy indeed; it is one of the system's strengths that 
its competitors would do well to emulate, 

Editing options include just about every feature a piece of 
music can have: dynamics, accents, accidentals or whatever . 
These are all easily accessible from pull-down menus, and 
there are quicker key combinations you can use once you're 
more experienced. You can set the system :o insert barlines 
automatically, or you can put them in by hand if you have a taste 
for irregular time signatures. The only serious omission is 
triplets, but that's not exactly crippling, 

Recording was a unique feature of the original system, and 
is still something quite unusual these days. In recording mode, 
pan of Arnold's keyboard behaves like a piano. By tutting 
different keys you can play tunes, either recording them or just 
practising. Recording a piece of music doesn't fast store it for 
playback it actually writes your tune onto the stave for 
subsequent editing or printout, 

Once you've written or recorded your tune, you'll want to 
play it back. Here there is a really nice option: you can set your 
score to scroll through the VMW, a note at a time, as the system 
plays it. Unlike in edit mods, all three voices are displayed at 
once. It's an impressive and entenaining feature, and a great 
way to track down that elusive wrong note. 

What's really nice about the playback system is the way it 
behaves like normal music. Accidentals affeci subsequent notes 
in the bar, for example, and the first note of each bar is 



accented. This son of thing adds to my impression that the 
package really can offer something to serious musicians, as well 
as the enthusiastic amateurs most packages cater for. 



HARD COPY 7/£t^fc'U£>rtk , 75SEOTJ*r 

The separate printout module is well thought out, and will 
prove invaluable to musicians everywhere. It can print up to six 
voices on one stave, displaying dynamics and even allowing 
you to add a line of lyncs or additional directions. 
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The ability to handle six different voices a very impressive, 
but it does cause the odd complication. After all, the editor can 
only handle three voices and music flies only contain three 
voices. To get a six-voice tune then, you have to edit and play it 
as two three-voice times. You can then switch to the printout 
module, load the two separate music files you've created and 
then print all six voices out. 

Adding lyrics is very straightforward - just type them in 
underneath each bar. You can use only one line, though, and 
some users may find they need to save this for additional, non- 
Music System directions tike legato or andante. The lyrics come 
out m a small, rather poorly defined typeface but are perfectly 
readable. It's a shame they couldn't be slightly more legible 
though - of a quality to match the notes - since the system has 
obvious uses in music teaching. 

The module can drive a wide range of dot-matrix printers, 
and can cope with continuous or single-sheet paper over 30 or 
132 columns, it can split bars at the edge of the page or wrap 
them onto the next line, cut out individual voices or even clefs, 
and siring separate files together for printing lengthy works. 

LINKING »^.V£»^ r *HM^» JtatfiT W*J 

The need for that last printout option stems :rorr, !he main 



24 AMSTRAD ACTION OCTOBER 1986 



I've q«: t briui . 



MUSIC SPECIAL 



shortcoming of the original system; the small amount of memory 
available for your tune. There's room for a maximum of 1000 
notes in memory, and thai has to be shared between the three 
separate voices. 

To write longer works than this limit would otherwise 
allow, you have to use the advanced system's new linker 
module This allows you to load in up to 13 music files at a time, 
with an upper limit of over 0000 notes total. 

Having loaded the files you can then build them up into a 
playing sequence a list of files to be played. You can repeat 
movements or entire pieces, so that the sequence itself involves 
many more than 6000 notes. You can have up to 99 separate 
entries in the sequence, and that will be more than enough for 
most purposes. The whole sequence can be saved to disk, 
loaded in later and played as a concert or simply as one 
enormous composition. 



VERDICT^lHUWi^Dirw. aw * 
The main section of the system looks every bit as good now as it 
did six months ago- The linker goes gome considerable way 
toward solving its space problems and as such b a welcome 
feature of the advanced system. 

But it's the hard-copy facility that really earns that extra £10, 
The addition of The printer module gives the system a whole 
range of uses it didn't have open to it before. You Can now 
record a piece on the keyboard, sdil it in the VMW and dump it 
to your printer as a finished score without once having to pick 
up a pencil. 

If you want to arrange a piece for an ensemble and then 
print each instrument's part separately, the system can do this 
quite easily. Choral arrangements would need a little more 
work to cope with differences in the lyrics of separate parts, but 
the system would still be an enormous advantage, 

The printout module makes the Advanced Music System a 
useful musical tool, as well aa the entertaining and easy-to-use 
program the original system, was. 



GOOD NEWS 


BAD NEWS 


► M us icedh 'record -'playback 


► Worth the extra f TO only il 


system is still the busi on the 


you've got a dot-matrix printer. 


market by seme way. 




► Printout module is enormously 




USlfill- 




► 1 niker yets lound <i tut of those 




space problems. 




► Comes with two good, dear 




mtitusls, 




► Vary reasonable price. 




considering wkil it tin do for you. 






EZ E.1W.U. (Electronic Music Utility) 

Discovery, all C PCs,. £14.95 cass, £19.95 disk 

/- 




p 



Due for release early in October, this Discovery package could 
be the first to give TTie Music System a run for its money. It isn't 
just a simple music program by any means - it could come in 
very handy as a utility for anyone wanting to add music to their 
own programs. But Jet's take a look at the editing and playback 
side of things first. 



MAKING MUSIC wjr'^^ 

EMU is a menu-driven program: to choose an option, you have 
to move a highlight up and down or from side to side in a list of 
choices, hitting the enter or return key when you've found the 
one you want. This is a deliberate departure from the more 
fashionable icon system, and does avoid those annoying 'guess 
what this symbol means' problems. I don't think il really makes 
much difference in the long run, but it does make things a little 
easier when you're learning to use the system. 

Selecting Music" from Gig main menu gives you the main 
editing screen, with a new sub-menu running across the top of 
It. Sub-menu options include edit, record and play. "Edit 1 gives 
you direct access to the scores lor the different voices. All three 
of these are visible at once, so it's easy to create decent 
harmonies without too much voice-switching. 

This is probably just as well, because there is a slight 
problem with voice -switching on the EMU: inniriatingly, it 
returns you to the start of the piece every tune you move from 
one voice to another. This is a shame, because the editing is 
otherwise very nice indeed. Using the numeric keypad as an 
extended cursor pad you car, rapidly select the pilch and length 
of note or rest you want, and facilities for deleting and inserting 
are the best I've yet seen on a music package. 

If all that musical notation seems a little daunting, there's a 
very effective Music System-styk: 'Record' option using the lop 
two rows of the micro's keyboard as your piano, Once you've 
recorded your music onto the stave, you can bring all that 
lovely editing power to bear oft it - and chat's a strong 
combination. 



When it comes to doing things with the music you've created. 
EMU may not be able to print the stuff out but it does have 
another trick up its sleeve. By selecting the option 'Save-RSX' 
from the tape/disk sub-menu, you can create a 'stand-alone' tile, 
This is a machine-code routine which you can use with your own 
Basic programs, quite independently of EMU itself. 

All you need to do to use such a tile is write a simple piece 
of Basic into your program - about five lines, a)) told. Run these 
to set the system up, and you can then use the bar command 
I PLAY to play a particular piece of music, 

The music will keep going while you do other things with 
Arnold, so you could use il quite easily for adding music to 
Basic games. The only thing it won't play through is a tape load 
or save, and that's haidiy likely to spoil the package for you. It's 
an easy system to use, and vastly less effort than writing your 
own music routines. As for apace, the demo file of the Radetsky 
March took up 6E - not bad for a substantia) piece of music plus 
the system to play it. 

VERD ICT !fc*«-* V* ^"7»»CT' r lUJIr*»'l 

As a straight music-composing program, EMU would come 
second only to The Music System for performance and value for 
money. It lacks the scrolling display and overall simplicity of 
Rainbird's offering, but you can see all three voices at once and 
there's that slick insertion and deletion loo. 

Of course, EMU isn't just a composing program. It's also a 
great way to add music to your own Basic programs, and that's 
something The Music System can't do for you. If you're a 
musician you might well prefer TM$, but if you're a bit of a 
programmer then EMU'S got to be well worh a loofc, 



r, n o news 


BAD NEWS 


► Doubles us composing system 
and programming utility. 

► Good recording and editing of 


*■ Can get a bit complei in places. 
+■ Doesn't have TMS's lovely 

scrolling display. 


music. 

t* Tou can sw all thru voi«s at 




unci. 

► Can add music to your Basic 




games, 

> Very reasonable price, 
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In Part Four of this 

scries Matt Nicholson looks at how 

you use CP/M to create files and move files around 

within Arnold, Part Four also says goodbye to the PCW 

and, like Ihe resr of Amstrad ActiQn f concentrates on 

CPC models exclusively. But never fear, all you Joyce 

owners, because there is a whole new magazine out 

devoted totally to you. 

So far in thia aeries we have looked at plenty of ways of 
examining the siate of your Arnold. Parts One and Two looked 
a I the DIRectory command, for finding out all there is to know 
about the contents of your disks; while Pait Three looked at 
STATus, DEVICE and SHOW, for finding out all about the stale 
of Arnold himself. What we have not done is used CP/M to 
create files or move files around within Arnold. This is where 
the PIP command comes in. 

The letters 'PIP 1 stand for 'Peripheral Interchange 
Program 1 , and the name tells us quite a lot about the command 
itself. First of all the word 'program". PIP is a self-contained 
program within the CP/M environment, and is to be found as the 
file PIP r COM on yonr CP/M 3.2 or CP/M PLUS system disk. Boot 
up CP/M, using the back-up copy we created using D3SCKIT2 or 
3 in Part Three of this series, and not the original system disk. 
Nowenter PIP on the A-prompt, and you. will be presented with 
this on screen: 



A>pip 
CP/M 3 
+ 



PIP VERSION 3. 



The first line simply telle you that you what version oi the PIP 
program you have run, and is not present if you. are using CP/M 
2.2. The '*' is the PIP program's prompt, in the same way that 
'A*' is CP/M's prompt. To get out of the PIP program jtlfit hit 
Return, and the A-prompt reappears. 

The remainder of the program's title, 'Peripheral Inter- 
change', tells us what PIP does; it is a program lor moving files 
from one peripheral to another. These peripherals include the 
disk drive, or drives if you have a second connected; and also 
include the keyboard, the screen, the printer and serial 
interface - if yon have one that is. 

The basic format for a PIP command is straightforward, 
though at first sight illogical as it requires the destination first, 
and then the source. If yon are running CP/M PLUS, try entering 
PIP CON:=A:PROFILE.ENO on the A-prompt. Your screen 
should look something like this: 

A>pip con:=a;prDfile.eng 
setkeye keys.ccp 
language 3 

A> 

Before you reel back in horror at the result, let's look at what we 
have asked Arnold to do. First of ail we have called up the PIP 
program by typing 'PIP'. We have then asked the program to 



transfer the file "PROFILE .ENG' on 
disk A to the destination CON;. Looking 
back at Part Three of this series reveals that 
CON: stands for ' console* , meaning Arnold s screen. So what 
we see in the last two lines on the screen is the contents of the 
file called 'PRQFILE.ENG', At this stage in the series the 
contents of the file are probably totally meaningless, but don't 
worry about that now! 

If you are running CP/M 2,2 you won't have a file called 
PRQFILE.ENG on your system disk, however you can get a 
similar result by entering PIP CON: A:10C02.SUB, which 
displays on screen the contents of the file LOG02.SUB. It may 
seem strange to have to put the destination first in PIP com- 
mands, but if you think of this command as 'setting (the console) 
to equal (the contents of file LOG02.SUB)' it makes a bit more 
sense. 

CREATING YOUR OWN FILE 

What wo have done here is to ask for the contents of a file to be 
displayed on screen. However we could do this the other way 
round, and send the input from the Console to become the 
contents of a hie. This may not make much sense until you 
realise that the 'console' means the keyboard as well as the 
screen to CP/M. So, try entering PIP A:MYFIL£-CON: al the 
A-prompt. What, this does is 'set the file called MYFILE to equal 
the input from the keyboard 1 . After you hit Return the cursor 
moves to the atari of the next line, waiting for your input. Type 
Hello, followed by Control Z (hold the Control key down and 
hit the '£' key), "Control T is a special character that means "this 
is the end of the file 1 . The disk drive should whirr for a second, 
and then the A-prompt reappears. 

At the A-prompt enter DIR to list the files stored on the 
disk. If you look carefully at the list you will see a file called 
MYFILE, which is the file you have just created. You can 
examine the contents Of this file by entering PIP 
CON; A: MYFILE, in Ihe same way as we did above. The 
word 'Hello 1 appears on screen which, as we know, is the 
contents of the file called MYFILE. 

So, we have created a file called MYFILE which contams the 
word 'Hello'; we have created it using PIP, and examined its 
contents using PIP. What else can we do with it? Using PIP we 
can transfer it wherever we want. Again looking back at Part 
Three of this scries, we see that LST; is the printer. If you have a 
printer connected to your Arnold, iry entering PIP 
LST: - A:MYFXLE. Out of your printer should come the word 
Hello', as you have just asked for Ihe contents of the file called 
MYFILE to be sent to the printer. If yon ware to try this without a 



/ * 4 w 4 * if " * ' t ' i " i l i '■' \ 

■i A i * t " i ! i'' i " 4 •"•£'* t ' i 



26 AMSTRAD ACTION OCTOBER 1986 k^d».i^ 



SPECIAL 





printer connected the words LPT not ready - Retry, Ignore or 

Csnuel? will scroll across the bottom of your screen. Hit "C to 
cancel this instruction and the error message disappears to be 
replaced by the A-piompt. 

COPYING FROM DISK TO DISK 

One of the most important applications of the PIP program is the 
copying oE files from one disk to another. The ability to copy 
files from disk to disk means that you can create disks with just 
(he files you need for any given task, It also means you can 
Optimise on disk space, and keep back-up files of important 
data in case anything goes wrong. For this reason the PIP 
command is probably the one you will find yourself using most 
often. 

If you are one of those people fortunate enough to own a 
second disk drive, copying files from one disk to another is 
easy. First of all you will need a freshly formatted disk, created 
using DISCKIT2 if you are running CP/M 2.2, or D1SCKIT3 if you 
have CP/M PLUS. Put your fresh disk in the second disk drive, 
and your back-up copy of the CP/M system disk the one 
containing your newly created MYFILE - into the built-in disk 
drive. CP/M calls the built-in drive 'Drive A', and the second 
drive Drive B's so to copy MYFILE from drive A to drive B you 
enter PIP B:~A:MYFILE on the A-prompt. In fact PIP 
H: -MYFILE would have done just as well, as CP/M assumes 
that MYFILE is on drive A unless you. tell it otherwise, as A is the 
Active Drive. 

Both drives will whirr for a short time, leaving you with the 
A-prompt on screen. Now enter DIB B: at the A-prompi, to give 
you a directory of the disk in drive B. The screen will simply 
display the name MYFILE as being the only file on drive B, You 
can enter PIP CON; - B MYFILE to prove to yourself that this 
file does indeed contain the word Hello* Now enter DIE by 
itself, to get a list of the files on the disk in drive A. Once again 
you will see the file MYFILE listed there; and you have 
succeeded in making a back-up of the file you created earlier. 

But what about us? I hear all you single disk drive owners 
ask. If you arc running CP/M PLUS then you are OK, because 
CP/M PLUS has a trick up its sleeve for pretending that your 
built-in drive is actually two separate drives - drive A and 
drive B. If you reset your machine (by pressing the Shift, 
Control and Esc keys at the same time) and re-boot CP/M PLUS, 
you will notice the words Drive js A: down at the bottom right- 
hand corner of the screen. Now enter B: at the A-prompi. 
Arnold will let out a little beep and scroll the message Please 
put the disc for B: into the drive then press any key across the 
bottom of the screen. Put a clean, formatted disk into the drive 




and press any key, just as the message asks. Arnold whirrs for a 
moment, and then displays B> in place of the usual A*. Note the 
bottom right-hand corner of the screen it now reads Drive is 
B:. 



USING THE WP COMMAND 



The Peripheral Interchange 
Program, contained in the file 
PIP.COM on your CP/M system 
disk, is used for copying files 
from one disk to another, or to 
and from peripheral devices. 
The basic format is: 

PIP Destination ~ Sou*ee 

or 

PIP 

+ .Destination ■ Source 

If the destination and source are 
disk files they should be speci- 
fied Driverfilenajae, file type, 
who re the Drive is either A or B. 
The Drive ieiter can be omuted 
if the file ss on the active drive. 
The wild cards ? And * can be 
used as required, and the (tle- 
nirrte and type of the destination 
can be omitted altogether if you 



don't wish to change the name 
of the file you are copying. So 
Bt A:*.* copies all the fifes on 
drive A to drive B, 

Either the destination or the 
source of the PIP command can 
be peripheral devices, so the 
following;, can be used as 
required: 

CON: As thft destination means 
the screen: as the source means 
the keyboard. 

LST: Can only be used as the 
destination, when it results in 
the source being directed to the 
primer. 

TTT: Ah the destination means 
the source wiii be output 
through the serial port: as 
source means the destination 
will take information from the 
serial port. 



So CP/M PLUS owners can pretend they have a second disk 
drive, even though they only have one though it can involve a 
considerable amount of disk-swapping. CP/M PLUS is fairly 
intelligent when it comes to keeping track of which disk is 
which. *nd always prompts you in this manner when you have 
to change disks: but it can be fooled. 11 you were to put a\ the B 
disk when it was asking for disk A it would blindly continue - 
Arnold trusts you to remember which disk is Which. 

So, to copy MYFILE onto a new disk wilh a single-drive 
CP/M PLUS system, proceed as though you had two disk drives 
but follow the on-screen prompts as to when to change disks. 1 
am afraid that CP/M 2.2 does not have this flexibility: you can 
only use PIP to copy liles from one disk to another if you actually 
have two disk drives connected. One more reason for using 
CP/M PLUS rather than the older CP/M 2,21 

LOSING A DAY'S WORK 

Having created a file, examined it and copied it onto another 
disk, let's round off by learning how to delete it! This is done 
very simply using the ERAae command. As you might imagine 
this command is to all intents and purposes irreversible, unless 
you own a suitable Disk Doctor-type program, so care is 
needed in its use. We can get rid of our little MYFILE quite 
easily, by entering ERA MYFILE at the A-prompt, but a safer 
way of doing this in CP/M PLUS is to enter ERA MYFILE fC], 
which requires the file ERASE.COM on your system disk. This 
asks for confirmation first, before committing the final act. 
Simply hit the Y key and your file is gone forever. 

Next month we will look further at die use of the PIP 
command, before looking at some of the other programs 
supplied on your CP/M disks so see you thon. ■ 
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Absolute 
Beginners 

Andy Wilton's crash course in Basic this month 
moves on to expressions and tests out 
Arnold's arithmetic 



PART6 



In case you. hadn't realised, we've come quite a long way from 
where we started in AbsoMe Beginners Part 1 . You should now 
know how to write simple programs to put text and graphics on 
the screen, and how to save yourself effort by making Arnold 
perform bits of your program repeatedly. 

You'll also have had a first look at what variables are, and 
what they can do for your programs. We'll be taking this quite a 
bit further this month. If things seem to get a bit complicated, 
just remember what variables are - they're letters or words 
used to stand in :or numbers. 

EXPRESSIONS 

Many commands in Basic are controlled by operands - numbers 
that come after the commands themselves, describing precisely 
how Arnold should perform the tasks the commands tell him to, 

last's take a closer look at operands for a moment. We've 
already seen over the last couple of months thai we can use 
variables as operands. That's because, as we've already seen, 
variables are words that stand in for numbers. The line 
'a=80:b^l20:PLOT a,b' means the same as PLOT 80,130' 
because 'a" stands m for the number SO and 'b' stands in for the 
number 120, It doesn't end there though. 

Remember how we used PRINT last time to display the 
values of variables? Type this program in, and RUN it: 



10 a SO 

20 PRINT a 

30 PRINT a -10 

40b"40tPRINT» 

50 PRINT a + b-10 



You should get a list of numbers running down the screen. The 
first of these comes from 'PRINT a" in line 20. The number is 50, 
because that's the value of 'a'. The second number, 60. comes 
from 'PRINT at 10' in line 30. Since l a ! has a value of SO. 'a - 10' 
has the value 60 and that's what the PRINT command displays. 

The other two numbers speak for themselves. Satisfy 
yourself that you understand why Arnold prints those values, 
and then type this next program in - not forgetting to NEW the 
previous one first, 
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10a-~95:b"140 

20 MOVE a,b,l 

30 DRAW a,b '■■ 80,1 

40 DRAW a - 50,* I 80, 

SQPRAWa. S0,b,l 

60DBAWa,b.l 



As you can see when you RUN it* the program draws a 
rectangle. The variables 'a* and 'b' determine where Ihe 
rectangle goes on the screen, so you can put it somewhere else 
just by substituting in a new line. Try that now - just type in 10 
a-47Q:b = 10" or similar - and you'll see thai the whole 
rectangle is drawn somewhere else altogether, but it's still the 
same shape as before. 

We've seen variables do this sort of thing before, allowing 
us to change the effect of a program in some way without having 
to alter every line of it. Notice how all the MOVE and DRAW 
coordinates depend on the values of a' and "b". It's quite okay 
to use things like 'a +50' as the operand of a command: Arnold 
just looks up the value of a', adds 50 to it. and uses the answer 
as an operand in the normal way. 

Where you've got something like "a ■ 60' ot 'a-J-b-KT, we 
call it an aritfimeGcaJ expression, or just expression for short. 
You've already met expressions in the square-dragging 
program from last month's Absolute Beginners: if you've got the 
September AA to hand, you can go back and take a look at it. 

A BIT OF ARITHMETIC 

If you'd always thought computer programming was all about 
maths, don't worry it isn'i. A little bit of simple arithmetic can 
come in handy, though. It's hardly frightening stuff. We've 
already seen adding and subtracting in the expressions above, 
and they're really very easy. 

Multiplying and dividing are almost as simple, but there is a 
slight snag. Take a look at Arnold's keyboard. You should find 
the plus and equals signs easily enough, and you can soon 
figure out which one the minus sign is - but where are the 
multiply and divide signs? 
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Well, they are there, but they just don't look the way you 
might expect them to. instead of ' v ' for multiply, you use k *' 
(you must hold down < shift,-) and instead of ■ - ' you use '/' 



Type this program in h and 



(»m« key as the question mark), 
RUN it: 

10i = 20:b 4;c S 

20 PRINT "Multiplication" 

30 PRINT a*b 

40 PRINT a* c 

SO PRINT "Divi^on" 

60 PRINT a/b 

70 PRINT */c 



The nice bit about all this is that Arnold does all the work. He's 
got a sort of built-in calculator io do your number-crunching for 
you. so all you've got to do is tell him the sum you want him to 
work out, 

MORE ON VARIABLES 

The whole point of a variable is that you can vary it - change its 
value, in other words. To do ihis. you use an assignment, like 
a -40' or d 371 \ So far, this is the only kind of assignment 
we ' ve seen ; variable name number, 

In fact, assignments can be rather more powerful. Instead of 
a number after the ' ~ ' you can use a variable or expression, 
Try this program out: 

10a-90 
20b -a 
30 PRINT b 
«Q-b+*0 
50 PRINT c 

The assignment in line 10 sets the value of 'a' to 90. The 
assignment in line 20 makes the value of b' the same as that of 
'a f - 90, in other words - so that's the value thai gets primed out 
by line 30. Line 40 works in a similar way. making c' equal to 
the value of 'b* plus 20. You can see that it's worked from the 
value printed by line 50. 

Thai's all very well, but the next bit lakes assignments a 
whole lot further, Type this in and RUN it: 

10*- 55 
20 PRINT a 
30 a a +10 
40 PRINT a 
50 a - a ■+■ 10 
60 PRINT a 

The assignments in lines 30 and 50 are a bit different from what 
we've seen before. The new value that each of these assign- 
ments gives a' depends on the value of 'a' up to that point. As 
you can see from the numbers printed out by the program, 'a' 
has a different value at each of lines 20, 40 and 60. Even though 
the assignments in lines 30 and SO are identical, they don't give 
a" the same value. 

Each of the 'a -a i 10' assignments increases 'a' by 10. This 
IS not a proper equation in ordinary maths, but Basic takes 

i • 10' to mean Jake die currant value of '3 ', Add )Q to it <utd 
make that the new value of 'a '. This, idea of using the old value of 
a variable to make its new value can come in very handy 
indeed. 

LOOPS AGAIN 

Lei me show you a program that uses this idea. Type it in and 

RUN it. and see what it does: 



10 a 1 

ZQ FOR b 1 to 20 

30 a a*2 

40 PRINT a 

50 NEXT b 



The numbers it prints out are powers of 2. Line 30 doubles the 
value of 'a' each time, and line 40 puts the new value on screen. 
We don't actually use the loop variable 'b' in this process. It's 
just there to make sure Arnold runs through the FOR-MEXT loop 
the right number Of times. 

Even if you're crazy about numbers, that last program 
probably didn't get you too excited. Well, let's see if we can't 
do something a bit more interesting. Try this Hating out: 



10 FOR a 1 to SO 
20 CLS:MOVT 32Q.a 5 Z00-a 
30 DRAW 320 a,200-a,i 
40 DRAW 320 a t 200 + a,l 
50 DRAW 320-a,20C «,i 
60 DRAW 3EQ-a,20C-«,l 
70 NEXT a 



It's a modified version of the square-dragging program from 
last time - yes, that old one again only this time the square 
stays in the middle of the screen, starting as a point of light and 
gradually growing larger. You could use the STEP command to 
make it grow lastet. the way we did last time Try modifying the 
program to read like this: 

Sa=l:b«2 
lOFORc-lTOlO 

lSa = a*b 

SO CLS:MOVF 320-a,2OO-a 
30 DRAW 320 I a, 200-*,] 
40 DRAW 320 < a.20O i a,l 
SO DRAW 320-a 5 200 4.1 
60 DRAW 320^,200-*,! 
10 NEXT 

Now you'll find the square grows faster and faster, as if you're 
Dying towards ft, So what's changed? 

The variable 'a' controls the sise of the square. In the 
original program a' was the loop variable, so it increased by a 
fixed amount each time, In the modified program, on the other 
hand, *a" doubles each time. Thai's what the 'a = a*b' in line IS 
does, h's the same technique we used in the 'powers of 2* 
program you typed in earlier On, only here the variable 'b' ;s 
used instead of 2. ft works the same way though, because line 5 
set the value of b* equal lo 2. 

The only problem with this modified program is thai it's a 
bit fast. If we want to slow it down, we're going to have to 
reduce 'b' a little, Try changing line 5 to '5 a = I:b = LB" - just 
use a full stop for the decimal point. 

Now edit line 10 so that the loop repeats a few mora times: 
'10 FOR c - 1 TO 20' is about .right, but the precise number isn't 
too important To slow the program down still further, just set 
'b' to soma even smaller number - but keep it greater than 1 - 
arid alter the loop count in line 10. 




SUMMARY 

In AB Part 1 we saw that many 
commands have tuimbeis which 
control them: these numbers 
are called operands, In the last 
two instalment* wb saw how 
variables letters or words 
uvfrtch represent numbers - can 
serve as operands This time, 
we've seen that an operand can 
in fad be an aixthmeticat ex- 
pression like 'a ■ 10' or 
c- d -32. 

You can perform all the 
normal arithmetical operations, 
but some ol them use unfa mil iai 



symbols. While a' plus 10 is just 
"a- 10' and 'a' minus 10 \$ 'a- 10', 
'a' times 10 and a' divided by 
10 are 'a* 10' and l a'10' 
respectively. 

Expressions .iron' t just use- 
ful aa operands. They can also 
be used in assignments - the 
commands which assign values 
lo variables. Things like 'a-b' 
or "p 43*b" arc fine You can 
take this even further w.ih assig- 
nments like a-a-]0\ which 
increases 'a' by 10, and "a- a*2 x 
winch doubles ' a . 



in Ux- v. s r Hi 
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A new mag from the Old Barn means big changes to Serious Software — 

we need your help! 



This month sees the launch of a new magazine from the Old 
Ban - called 8000 PLUS. The new title is devoted totally to 
owners of the PCW 8256 and 8512, which means that we on 
JLK can devote all out pages to the CPC range: the 464, 664 
and 0128. 

Although the PCW became the star of Serious Software, this 
does not mean that Amstrad Action becomes purely a games 
mag. Serious Software will still cover what business packages 
come out for the CPC models, but cart devote more space lo 
other aspects of home computing such as programming, type- 
ins, hints and tips, comms. graphics and music our seven 
page special this month. 

We would like your help with Serious Software: after all it's 
your mag. Send us your Type-ins, We are looking for quality 
listings that show elegant use of Basic or even machine code. 
Wo will print them if they are worth typing in. Use the form on 
page 64 and remember, we pay for what we print. 

HaTing problems with Basic? Can't get your printer to 



print? Worried about Wordstar? Then wrile to Problem Attic, 
Amstrad Action at the Old Bam. We will print your problems 
and if we can't answer them ourselves then maybe one of our 
multitude of readers can - and if they can't they might like to 
read the reply. But please don't ask us for solutions to games. If 
we printed those it might spoil the game for ethers, and there 
might not be room in AA for anything else! 

Send us your hints and tips. If you've found any neat tricks 
to use m Basic, Wordstar, Graphic Adventure Creator, Quill, 
dBuelI, or machine code - or just want to show off - then send 
your tips to Hot Tips, Amstrad Action, at the Old Barn. 

And it you are using your CPC to control your train set, run 
your business, play in a rock and roll band, or anything else 
that you might like to tell us about; the address is A Day in the 
Life, Amstrad Action, at the same address. Tell us whai you 
are up to in anything from five to 500 words, and we will let the 
cat out of the bag. Please include your phone number too, so 
that we can contact you should we need more details. 

CPC owners, this mag's now totally for you! 



ISERIOUS SOFTWARE TOP TEN 

The chart created by AA readers 



This 

month 


i m 

mon[t 


i % of votes 


Tide 


Sollwarohouso 


1. 


1 


36.9% 


GRAPHIC ADVENTURE CREATOR 


Incentive 


2. 


5 


8.4% 


TRANSMAT 


Pride Utilities 


3. 


6 


6. 8% 


LASER BASIC 


Ocean 


4. 


7 


6-5% 


TASWORD 


Tasword 


5. 


3 


6.3% 


AMX MOUSE 


AMS 


6. 


— 


6.3% 


MINI OFFICE 


Database 


7. 


4 


6.1% 


EAS1 AMSWORD 


Amsoft 


8. 


2 


4.4% 


MINI OFFICE 11 


Database 


9. 


9 


3.2% 


THE QUILL 


Gilsoft 


10. 


— 


2.5% 


ELECTRIC STUDIO LIGHTPEN 


Electric Studio 



Graphic A dvwirvte Cr&at&l$ still holding on lo the number 
one position, and has been there since the June issue, so 
you guys must be writing some pretty hot adventures! II 
you are, then let us know - we're always interested in what 
you're upto out th ere. 



Both Mini Oftios and Electee Studio Ughtp&n make a re 
entry, and Laser Basic is doing wdl, but nothing is 
getting anywhere dose to challenging GAC up at the 
top. And it you're interested in word processing, then 
Taswordv/ould appear to have your vote 
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The 5th of fief 






COMPUTER 



SIHIOIW 



jtoiiM 



ar 



\ 




00 D 




DDD 



Two whole floors of the Novotei, easily 
reached by tube, bus or car. 

All that's new from Amstrad and leading 
hardware and software suppliers. 

Unrepeatable bargains to be found right 
round the show. 

Free advice from the experts about all your 
computing problems. 

Non-stop demonstrations and videos in the 
Amstrad Theatre. 

Electronic mail in action - the world comes 
to your fingertips. 




U Vi D 



Avoid the 
queues! 

Get your 
ticket in 
advance 
and. . . 




Advance ticket order 



I Adufttlcketaat£2f!iiuii£l) £ 

| Under- 16s tickets at£l (save£l) £ 

TOTAL £ 

I Cheque sndc«d irwte payable to 
l— ' Database Pubicatiow Ud 

| Pleaj* debit my credit curd account 



Champagne Suite & 
Exhibition Centre 

NOVOTEL 

HAMMERSMITH 

LONDON W6 

Friday, October 3, 10am-6pm 

Saturday, October 4, 10am-6pm 

Sunday, October 5, 1 0am-4pm 



Confirmed bookings from: 


Anvtand 


Hf«L»fc 


MVKId MpnOfV isrtWV 


HwsmtSQQ 


MM«p 


Woopw* 


Amrir*dUHrCU> 




Am« 


Mmm^oh 


Rtnvurl fentan Pufebhng 


MntmaToolCo 


Bourn* EduLMPwul t ofawi 


Huagc Hoc ComwiMi* 


C*n*rt*i SdN*N W*t* 


MMLSi**™ 


CttfeASofcm* 


Modem Horn 


(SSSiMn 


Hnatmr Sofaw* 


CttcemSymnt 


Mw 


CflBrfd P*S*K*I 


Qutm fcem»rXUi 


Cssujkfl Sahwsf* 


Pte»HuLHlJnijljJ)f 


Cwnpu» Mwiuii 


pqa 


Cnmfititmg w* *f AiCnd 


Hftmn Sofarfm 


GOHMClS^aM 


rVwC UEIIBfl 


VAWllMi 


t^Btufcml Drta Savwp 


C^MflJw* Spww 


HOflWHtC Kohw 


DKToMk* 


Rciwc PNOJCflhWrJ 1 


TJ^^phww 


8SC 


D^uJ RmnA 


Signe* 


EG Gjmjmifr Cr*phKt 


StndiXwi S«Awpi* 


rVwfmund f Jd 


^&n4fi HnMni 


( utut* EUttlttng 


SfWW 


QttmauiSdtomm 


SMdUM 


u^N incnbdHn 


S*ntn ■vmtwhv 


Gttanfca 


SofemCny 


Hndkrw Oxrx-tjrm-Mtx* 


ktMIC^S 


tttfut* 


§4AVMV UHW 


HSt" Ownpum S*r\«* 


I«m»S*« 


MahxfcSaviBM 


The Elcmk Studto 


tfCIUft DLnjjm 


Ttnun- 


J U birftMif 


t.nl", 


Kwawon Daw 


iFifl(P!JfIH 


KD5 Ei«c.rtK1to 


Wrtb Pi***mg 


LO- brkiQil-rj-ul bohMuw 


V*imC*»Ov 


I llflrt A R'.m 


Vulcan Qwdttjnta 


Lea^tka 


iW'IIhpr^ 


WP Cnmputtr Syttsn 


ZuffthhM 



POST TO: Amslrad Show Tickets turopa H«U»C. 
68 Chester Road, HjlifJ Grove, Stockport SK7 5NV. 




Oinmpagne Suite & Exhibition 
Centre. Navotel, Hammersmith. W6 

October 3-5. 1986 



Access l ■ ■ ■ ■ t 
VIS3 



_i 4- 



— — . i i_ _ 



-k_J 



.Signed . 
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AdffifSifon at dnor: 

£3 tmhttlsf, £2 (under Ifo> 



PHONE ORDERS; Show Hotline; 061-456 SS35 
PRESTEL ORDERS: KEY *S9, THEN 61456&3S3 
MiCROLDVK ORDERS: MAILBOX 7£MAGQD1 
Phase quote cmdtt ftm/ number and ful! address + Kb/ i*w 
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Based on Judo, UCHI-MATA, is probabfy 
the most advanced and challenging 
martial arts Simula lion to date. 

All the skiffs 'n' spiffs - without the bruises! If 



Commodore MtfBBQUHttC £9 95 
Sprctrwm « 1 28 C4U«Ttc £8.96 



AmstracF 464-6M.-A 1 4fl 
Cassette £9.95 D-srtP. « 

msx <4uene£V94 




fec/YtlcalcunsijIliirrt, Wun Jd<k», 
compter? a hjcccs<IuHJCW 
ftWA, one Ul II n: lit* >r i'i: d*ry) 
tfircwi? ineotpoujicct ft the s** 1 * 

Marten h n the rc^iiltrt-d Ujde nurh ul Software CocnmiiniCdti&ns Limited, 

Martech HotisCr B*y Terrace, Peven^ey 8*y, East Su*wa BN?H 6tt 

TltADI ENQUIRIES WELCOME. PHONE: :03SJi 16WS6 HLW: 8 W3'J3M*i<ttt G 



Brian Jacks received his black ben, 
HI Osn, when only 15. He 15 now 
a 7th Oan r an elite world group. 
Having won the Birbsh 
Championship eleven times, the 
Open Championship frwe limes, trie 

tUfOptdll CildnipHJTPitlip f (HIT 

bmes and an Olympic Medal, he is 
one of the mcjt knowfedgeaWe 
jnd foremost exponents of Judo 
in the world 




COMPATIBILITY 

All the games reviewed this 
month are compatible across 
the whole CPC range. 



REVENGE FOR BEYOND 

Beyond have earned their first Mastergame award ^3 ■ ^ M mm. m m^mm M m 9 *' ^fc M 

with (he truly epic game Doomdark's Revenge, This ' l|^ ^r m m rn^mW m 

amazing feat of programming is the sequel to Lords of 

Midnight and features 6,000 locations, 43,000 

panoramic views, 123 very independent characters, 

128 objecls, a quest a war game - in fact there's so 

much there you'll need to set aside a week to start ____.— 

playing it, but first set aside a few minutes to read the MASTERGAME 

full facts on pages 42 and 43. Doomdark's Revenge (Beyond).„,..,.......„,..42 

There's a strong supporting cast of very different 
Raves that should appeal to many different tastes. AA RAVES 

There's Powerpiay, an wnfl.nl game featuring trivia Impossible Mission (US Gold) 36 

qu«honi iin « whole new format and there so great D£m 0are (Virgin)..... ......„„ ..38 

special offer -on itosw^: page 48 for the review and Powerp | ay (Arcana) ..48 

78 for the offer. Fourth Protocol h another fascinating fou(%h p rOi0CQ{ (Century),... 48 

game, based on Frederick Forsyth s book about intern- 

ational espionage and a plot to blow up London: save /-\-ri_itm /^Ah Jir-o Trf , Trr ^ 

the world on poge 48. OTH E R G AM ES TESTE D 

impossible Mission has finally arrived and de- Mermaid Madness (Electric Dreams) ......36 

spite the delays is still a great game - check that out Mission Omega (Mind Games) ..38 

on poge 36 - while Dan Dare, the comic-book hero, is Rescue on FractalUS (Activision) .....40 

blasting out from Virgin on page 38. Johnny Reb II (Lothlorien) .,,..45 

A great month for variety. If something here Nuctear Defence (Amsofl). .45 

doesn't suit you then nothing will, Desert Fox (US Gold),., .....46 

Gabbalah(Amsoit), , 51 

Stainless Steel (Mikro-Gen) „S2 

International Rugby (Artie) ..-..,.54 

Speed King (Mastertronic)........ ...... ...... 54 

International Karate (Endurance),.,,.,,... 55 

TOP 20 AMSTRAD GAMES 

The chart created by AA readers 



No change to the top 
position, but Green Beret 
certainly seems to have 
won out over Commando 
and Who Dares Wlnstttor 
valour In combat. Rambo 
appears to be out of the 
running as far as you're 
concerned. 

Loads of new 
entries too, with votes 
going to Bounder, 
Ghosts'n'Gobfins, Kane, 
Harvey Headbanger, 
Kung Fu Master, Turbo 
Esprit and even 71 1. 

Remember that 
these charts are totally 
independent because 
at) the votes come trom 
you.Usethevotingtorm 
on page 72 to place your 
vote and watch the chart 
change! 



Thr& 


ust 








iTx>n:ri 


month 


%ol votes 


TBI* 


Software hous* 


1. 


1 


9.3% 


GET DEXTER 


PSS 


2. 


12 


8.9% 


GREEN BERET 


Imagine 


3. 


5 


7.2% 


BOMBJACK 


Elite 


4. 


4 


6.1% 


BATMAN 


Ocean 


5. 


2 


6. 0% 


SPINDIZZY 


Etectric Dreams 


6. 


3 


5.4% 


ELITE 


Firebird 


7. 


— 


4.8% 


BOUNDER 


Gremlin 


8. 


6 


4.2% 


THE COVENANT 


PSS 


9. 


10 


3.7% 


HIGHWAY ENCOUNTER 


Vortex 


10. 


— 


3.6% 


GHOSTN'GOBLINS 


Elite 


11. 


2 


3.5% 


SORCERY PLUS 


Virgin/Amsoft 


12. 


9 


3.4% 


COMMANDO 


Elite 


13. 


20 


3.2% 


YIEARKUNGFU 


Imagine 


14. 


— 


2.8% 


KANE 


Mastertronlc 


15. 


— 


2.8% 


HARVEY HEADBANGER 


Firebird 


16. 


13 


2.4% 


WHO DARES WINS 11 


Aftigata 


17. 


— 


2.2% 


KUNG FU MASTER 


U S Gold 


18. 


— 


2.0% 


TURBO ESPRIT 


Durell 


19. 


18 


2,0% 


SPELLBOUND 


Mastertronic 


20. 


— 


1.7% 


TLL 


Vortex 
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OF THE PEOPLE 



A halt of plaudltft for Mastertronic 's Knight Tyiae this 



T-g H'jPJli' 



■ E * ft a-1'mW* f-j r ■ [*'*/■ P i i r l "^H 1 f !*■ * >!• 



more favourable comment and Thurst popping up, it's a 



I.Tl'1'1.' m < It'J 1\l h » [■] » 'ITT' t> HI ■ ■ t: 1 1 iT -J ■ JW IJ t-J- > iYVJ i> 1 f-M **>< r>J,J rwiWTJtirl 



Hub got mOit of the praise for the full -price brigade. We've 
alio got comment* on Knight Games and Statin where it 
looks aa if we'll have to agree to differ, 

If you want to tell uiota software house how light or 
wrong we've got a game, then VoP is the place to do It. Send 
year comments on the back of a postcard or stuck-dowai 
envelope to: Voice of the People, Am s trad Action, The Old 
Barn, Somarton, Somerset, TAU SAH. 



THRUST 
Firebird 

AA Rating 94% 

I have wailed four years for this 
game, ever since the Gtavitar 
machine, of which Thrust is an 
unashamed clone, was taken 
away from my local arcade. A 
sad day. hut the wait has now 
been worth it. 

Thrust has a few differences 
from the real thing, but (he 
graphics, choice of keys and 
smooth scrolling make it every 
bit as good and as addictive. At 
£3.95 yon wouldn't be disap- 
pointed, but at £1.99 this is Mas- 
ter game material , 
Neil Robertson, Rfeeidaen 




STORM 

Mastertronic 
AA Rating 84% 

Another magazine in a preview 
Of this game slated 'even (his 
preview was enough to thrill'. 
All I can say is the reviewer 
must bo easily pleased. I found 
this program completely boring 
and definitely not up to the stan- 
dard of the other current Mas- 
tertronic releases. 
deny Hughes, Cranleigh 



GHOSTS'N GOBLINS 

Elite 

AA Rating 86% 

This game has it all: good 
sound, great graphics and add- 
ictive gameptay. My only moan 
is that after a while it can get 
frustrating. But it's still a great 
buy! 
Simon Doyle, Dingle 

This game is very good but it 
does have some flaws: no losing 
of armour, no weapons (features 
of the original arcade game - 
dep.ed). Worst of all is its bad 
structuring: you can go a long 
way and then get killed and 
have to go all the way back. 
However, good graphics, sound 
and very addictive. 
Simon O'Connall, Sidcnp 

Elite have done it again. This 
game is fantastic and is taken 
slraighl from the arcade. If you 
don't own an Amstrad buy one 
now and make sure Chosts'n 
Goblins is one of the first games 



and presents a real challenge to 

any gamester. It has great 

graphics, a fantastic tune and 

underneath this there's a great 

game. 

Richard Connelly, Crofton 

KNIGHT GAMES 
English Software 
AA Rating 72% 

This game ia excellent. The 
graphics are the best [ have 
ever seen on the Arnold. The 
music is brilliant and the game- 
play is utterly amazing One 
niggle is that sections toad sepa- 
rately. It in by far one of the best 
games made and will without a 
doubt win a Rave or Master- 
game, English Software have 
produced a winner I 
C Morris, Swansea 



STAR5TRIKE II 

Realtime 

AA Rating 94% 

I can't say 1 was very impressed 
with this one. The graphics are 
good but are very slow, which 
put me off. It's not really fast 

OTIAItfTh In hn A all rtnl-n m -l in anri 



there's no strategy involved. If 
you want pretty graphics buy it; 



U jf WU TV 

get Elite, 

Richard Connelly, Qrgfton 

SOCCER '86 

Loriciels 

A A Rating 61% 

The grace and artistry of Palatini 
and his colleagues is not 
needed here - it's more a ques- 
tion of pretending to be Wim- 
bledon and playing kick-end- 
run. Graphics and sound are 
quite nice, but it's far too easy if 
you're a dogger 
Kevin Lucy(?), Worthing 

HARVEY 
HEADBANGER 

Firebird 

AA Rating 91% 

A very simple idoa but a very 
enjoyable and compulsive 
game. As a one-player game I'd 
imagine the novelty would 
eventually wear off, but if 
you've got an opponent you 
could have unlimited fun with 
this at the incredible price of 
£1.99. 
Gerry Hughes, Cranleigh 

The first surprise about this 
game was the loading music. 
The second was how good ft 
was. I didn'l think it could be 
that good, but it was. The two- 
player game is great fun and the 
one-player game is pretty 
tnnnh At f 1 SB vnu've no 



excuse , so buy it? 
Simon Doyle, Dingle 

KNIGHT TYME 

Mastertronic 
AA Rating 95% 

This budget arcade adventure 
from Mastertronic is superb. 
There's a lot of tough puzzling 
and a large area of planets to 
explore. The pleasant Tune 
which plays throughout 
overcomes the disappointing 
lack of sound effects. The only 
bad point is the frustration of 
getting a long way into the 
game, making one mistake, and 
having to start all over again, 

This is more than made up 
for by the rewarding feeling 
after working out a puzzle which 
you couldn't do before. All-in- 



all a tremendous budget game 
which bests most full-priced 
games easily. 
Mark Reynolds 

The Magic Knight series gets 
better with every game. Knight 
Tyrtie is a great little arcade 
adventure that win provide 
hours of fun, although some of 
the early puzzles Are fairly obvi- 
ous. At £3-99 this is a match for 
any full-priced game and if you 
don't buy it you must be hi A.D,! 
Gerry Hughes, Cranleigh 

This is a very good game. It has 
good graphics and a good tune, 
the adventure element is very 
strong because of the many 
windows you can call up. There 
are a lot of puzzles which will 
make it tough to crack - 
Craig Munro, Lo&nhead 

This has probably got to be one 
of the best budget games of all 
time- The graphics are really 
good and sound is used to good 
effect as well. The windimation 
system is a joy to use and the 
whole game ia very easy to get 
into. But the problems are not 
easy to solve and present a 
long- lasting challenge. 1 can say 



brilliant and superb value; for 

money. 

Richaxd Connelly, Crofton 
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Imagine Software 1 1 984) Limited 

6 Central Street Manchester M2 5NS 

Tel: 06 1 8343939- Telex: 669977 



ACTION TEST 



MERMAID MADNESS 

fclm.li ic Dreams, f 9.99 cass. [14.99 dish. gsfsticl only 



Graphically (his game is very impressive 
indeed, and stars one of the weirdest com- 
puter characters you could ever hope to 
encounter, namely Mynle the Merrr.aid. 
Shu's a. jftOutswillinq, man chasing, sea 
dwelling, 112-year-old mound of heaving' 
flesh, intent on rescuing the unfortunate 
Gormless Gordon from a watery grave. 

The action starts with a very 
overweight, naked blonde chasing a diver 
off the end of a pier and diving into the 
water, and she sprouts a tail in the process. 
from there your task as the mermaid is :□ 
find the diver again and release him before 
his oxygen supply runs out. Finding him 
involves getting past many deadly sea 
creatures and serving some puzzles. 

You can swim around the delightful 
underwater screens and also walk on an 
outcrop of land in the search. In the water 
the mermaid has a nicely animated swimm- 
ing action, while on land she looks like 
Cyril Smith breakdancing. You're quite 
buoyant with all that blubber so you may 
End control a little awkward, particularly 
whan trying to squeeze past creatures in 
tight comejs. 

The sea creatures appear on most 
screens and vary from sharks to jellyfish 
and sea-horses. They're all nicely drawn 



and like the scenery very colourful. Every 
time you bump into them the level of stout 
in a bottle goes down. It's fatal li it empties 
compLc(e!y. Since you have only one life 
this is pretty serious, but there are replen- 
ishing bottles left lying around. Some 
animals will kill you instantly ; you have to 
find these by trial and error and steer well 
clear of them. 



SECOND OPINION 
The controls on this one -are so 
cumbersome and so frustrating, you 
couJd bo forgiven forgiving up 
altogether. You wouldn't miss that 
much if you did, either. The 'Wslly' 
g&mes handled this kind of puzzling 
much better, and they took pietty tired 
now Grea t graphics doit 't make up for 
weak garneplay. 

AW 



You can carry one object at a time and 
need to use it lo clear obstacles from your 
path or to solve problems. For Instance it 1 ? 
fairly obvious what you do with dynamite 
but where should you use it and what do 
you need on a completely dark screen? 
The problems are fairly simple but with 



one mistake proving fatal, it may take a 
litUe white to crack some. 

As you get closer to Gordon a heart- 
beat on screen gets faster but for the most 
part there isn't much exploration to be 
done, just a lot of experimentation. 

The graphics are certainly the beat 
thing about the game. The gameplay is 
harmed by frustrating situations in which 
the mermaid gets stuck against a creature 
or dies instantly after a lot of hard work. 
However despite those reservations, it 
looks good, sounds good and will present 
an enjoyable Challenge for a while. 

BW 



Very colourful graphics and goad 
animation. 

A good dose of humour. 

- A novel selling and implementation of 
this kind of arcade adventure. 

- Should take a while to crack 
completely. 



51 



W 



■ Controls can be very frustrating when 
encountering creatures. 

Not enough depth to the puzzles. 



IMPOSSIBLE MISSION 

US tiulri'ljiyx, iS.Ub Cass, M4..95 disk, joystick m 



I'll spare you the cliches about the late 
arrival of the game; sufh.ee it lo say that I'm 
relieved it's finally here. By now many o'. 
you will know what the game is about, and 
the crucial question is whether its age has 
made its game play outdated. 

The mission isn't impossible but it's 
certainly one of the toughest you'll come 
across, involving not only some great joy- 
stick action btii demanding puzzles as well. 
It's sei in an underground complex of 32 
rooms, connected by lift shafts and cor- 
ridors, Hidden in the 32 rooms are 3$ 
password puzzle pieces that have to be 
collected and put together to form a nine- 
letter password. This password will enable 
you to prevent the destruction of the world 
-heavy, man! 



SECOND OPINION 
Thin one ough t to be da ted, bsi f if isn 7 
- it's just good stuff. There are an awful 
lot of 'search the furniture ' games 
around at the moment, bu.' IM 's lough 
puzzles and tuning problems put it 
streets ahead of them. Addictive, 
challenging and ton. 

AW 



All of the roams are viewed in 2D and 
contain five basic elements: platforms 
which you can run on, lilts lo get between 
platforms, computer terminals, furniture 
and robots. Each room always has the same 
platform layout, furniture and number of 
robots, but the arrangement of (he rooms in 
relation lo each other and the behaviour of 
each robot varies with every new game. 

Your character runs around the rooms 
and can somersault to avoid gaps in the 



floor and robots. He has to fsnd and put 
together the 36 puzzle pieces within six 
hours, real time. However, every time be 
dies he loses ten minutes of the time avail- 
able, and that can quickly eat into the urr.e 
remaining. He searches the furniture while 
standing in from of each item for a set time; 
it then disappears and a message tells you 
what ho found there. 

If there is no puzzle piece then there 
may be a robot snooze, lift initialisation 
(which resets the position of lifts in a room) 
or nothing at alt. The robot snooze deacti- 
vates the robots for a time and stops them 
killing your character with their electrical 
dischargee or by running into him. When 
they're reach vaied, though, they return lo 
their preset movement patterns, and might 
ignore your character's presence, react to 
him on sight, sense his being in the room, 
shoot or speed up. The only way to find out 
how each one behaves is to watch it care- 
fully and be ready for the various different 
reactions. 

There are two code rooms, in addition 
to the other 30, and in these you can gain 
additional robot snoozes and lift resets. You 
are played a series of notes (one note more 
every time you succeed} which have to be 
played back in ascending order to gain a 
code. 

Onco you've collected a number of 
puzzle pieces you can operate a computer 
to attempt to put them together, Four pieces 
will link up to make a code that gives you 
one of the nine letters in a password. The 
pieces hi together like a complicated jig- 
saw and at first it may take a long time to 
form complete codes. However, as you 
become familiar with the shapes they form 
and recognise individual pieces, it 



becomes easier 

Searching the rooms, avoiding the 
robots and putting together the puzzles is 
very absorbing. It isn't quite as exciting as 
:! might have been a year ago but it still has 
all the essential addictive gameplay that's 
needed. The animafton and graphics are 



THIRD OPINION 
Sutulu df (son to Mission Elevator, 

Nexoi and Max Headroom, but 
Impossible Mission is everything those 
games shoa!d ha ve been. The 
graphics me great, the action spot^an. 
and tit* puzzling element just right. 
Buy it now! 

MN 



adequate although nothing more, and the 
sound is limited to a few cliccts lileo the 
noise of footsteps as you run and the buzz of 
robots shooting. It's a shame it's been a 
long time coming but it's still an excellent 
game. 

BW 

GOOD NEWS 

*- M different devilish rooms. 
b» Robot » and platforms present testing 
problems in timing and accuracy. 
►■ Putilan M,xtt tough but absorbing. 
► Code ±eoms, snoozes and 
somersaulting are good touches. 
* still a classic game despite its late 
conversion. 



e 



VJ 



► Graphics and animation aren't that 
great. 
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FiaST-DftY TARGET SCORE 
3,000 

Puzzle problems 

To start with you may have trouble working 
out exactly how to fit the puzzles together, so 
here are some extra tips to help you get 
started. 

The pieces appear two at □ tfrnc in a 
memory window and ton be moved from 
there to another main window- At first they 
fust Jook like rectangle! with odd coloured 
■hopes in them, but when fitted together they 
take on more uniform shape*. The key to 
under-standing how they work is experiment- 
ation — you needn't worry about making a 
mess of it because ones a piece of code if 
collected you con't low It, 

The pieces come in three colours (If 
together only if the same colour. You con 
alter the colour of any piece or flip i I upside - 
down and back-to-ffOfit to try to get it to 
match. When you want to fit them together 
just try overlaying one on top of the other 
and the computer will tell you whether they 
fit or not. Sometimes two pieces will fit 
together but aren't supposed to, so that two 
other* to fill the r«t of the code are missing — 
but you'll ftnd that only out by h-ying every- 
thing possible. 



GREEN SCREEN VIEW 
The puzzle pieces are colour-coded, 
but there's no real problem telling the 
colours apart- ana 1 that a wha t counts 

AW 



^■rvij! 1 ^ 


[.. 


::<£« 

:>:*: 


SONICS 


34% 


■*T»nTTrt i IF 


87% 
87% 
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STAYING POWEF 




A A BATING 





AHtiidioivJihithTioiticaniuttaiA? AMSTRAD ACTION OCTOBER 1986 31 



ACTION TEST 



DAN DftHE 



jnyi-iir-E; only 



The comic-book hero of the l&SQs has made 
a couple of comebacks in recent years, but 
this looks like being his finest hour. II 
follows in the footsteps of some graphically 
superb games from the Gang of Five At 
Virgin, and has a lot to live up to in terms of 
gameplay as -well. Dan is. a* ever, battling 
against the Mekon to save Earth from a 
terrible fate, and naturally you've got to 
give him a helping hand. 

SECOND OPINION 
A bit lightweight for some people's 
tastes maybe, bull really like litis new 
Gang of Five Tr een~ em-up. Jtfisr the 
complexity o/Shogun they've gone for 
straightforward payability with the 
Pilot of the Future, and I think it pays 
off. Some mean problems, tons of 
great graphics and a host of Treens 
make it good addictive fun, and the 
speech-bobbles perfectly catch the 
mood of the original comic-strip* 

AW 



you have to find lour building blocks to 
bridge a chasm leading lo Digby and the 

3eif-de$truct meqhaitisKL 

The inside of the asteroid is formed of 
'flick' screens that live up to Virgin's re- 



cord of superb design. They make parti- 
cularly good use of shadow, detail and 
plain colours to produce a vary effective 




It's always nice to scq something a Utile bit 
different with plenty of originality, and this 
game certainly fits the bilL The only pro- 
blem with it is the instructions- they seem to 
presume the player is psychic - they leave 
you very much in the dark about how to get 
anywhere in the game. This doesn't stop it 
being quite a good game but it does give 
you a lot of unnecessary and frustrating 
guesswork before you can enjoy it 
properly. 




SECOND OPINION 
A potentially great game spoiled for a 

hapennyworth of tar. Clearer 
instructions and a mo-re interesting 
game task and they could have had a 
Rave on their hands. As it is, you just 
end up aimlessly exploring an 
enormous network of corridors, Big, 
but pointless. 

AW 






C #H£&> 



\ 



You are aboard an alien ship, the 
Omega, and have lo deactivate it by shutt- 
ing down its four reactors. To do this 
you've got to build a number of robots that 
can then be moved around the ship to 
complete the task. We're told a lot about 
how 10 build the robots and control them, 
but not a sausage on what you're actually 
supposed to do with them. Presumably 
we're meant to enjoy the challenge? of 
finding out, but personally I think Mind 
Games ask too much of the player who may 




k 



I 
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look. Thii nicely sets up the atmosphere for 
the game, and the more of the asteroid you 
discover the mora you'll like il. 

In most o' the rooms aro the Mekons 
guards: various types of static robots who 
shoot at you, and the Treens, the Mekan'a 
folJowers. who fly around some rooms 
shooting and also proving fatal if they touch 
you. You can zap robots and Treens with a 
(rusty laser which shoots horizontally and 
diagonally upwards. 



THIRD OPINION 

A worthy tribute here to a hero from 
the past. It may Its justs simple arcade 
game, but tfte colour and graphips are 
we/J in keeping with the original, and 
the gamepjay at just the right level to 
keep any player coming back lor 
more. 

MN 



Every time Dan is touched by a Trcen. 
tails down a hole or runs out of stamina 
from being shot, he loses a life and has to 
continue his mission from a prison cell. This 
is conveniently unlocked bul can put Dan 
completely out of position if he died in a 
part of the asteroid that was difficult to 
reach. 

The asteroid's other danger is the long 
drops that appear on many screens, all too 
easily fallen into. You have to team a 



technique tor jumping them by hitting a 
diagonal on the joystick. To help you get 
around is an extensive system of Itfte, bul 
these are what you'll spend moat of the time 
puzzling over. In places they form I maze 
where you'H have to experiment and ex- 
plore; where to go and how? 

The four building biocks are automati- 
cally picked up when you walk into them, 
so you'll know when you've found one. Dan 
then has to take them to the chasm, where 
they will extend the bridge towards Dtgby 
and the self-destruct switch. Each time a 
block is put in place one or more doorways 
will open in the game, allowing you to 
explore further and find the next block, 
Once you've got all four you have only to 
get to the top of the Mekon's rocket and 
effect a spectacular escape. 

The action is very compulsive at first, 
an effect doubled by the excellent 
graphics. What really gats you hooked is 
the opening-out of the game with each new 
block to reveal new and interesting sec- 
tions. It shouldn't take the hardened ex- 
plorer too Jong to crack the game r but it's a 
lot of fun while you're trying and has a 
satisfying ending to the proceedings. 

BW 



TERST-DAY TARGET SCORE 

10.000 



w 



► Superb graphics again from the GoF. 

► Ccmd control s ones you work out the 
jumping,. 

► Very compulsive gameplay. 

•> Each discovery leads you lute a new 
and inter** dag urea, 
S* If ice ending. 



I 



W 



*» Just a bit too easy. 

► Not much puzzling, just exploring. 



GREEN SCREEN VIEW 
Everything s visible, and the Treens 
are greener than ever. 

AW 




STAYING POWER 



A A RATING 




spend many a frustrating hour fighting to 
achieve the unknown. 

You have to shut down the four reac- 
tors and escape within one hour, so you 
can't afford to waste any of it 

The first thing is to build your robots. 
There are four types of base: hover, 
sphere, legs and tracks. Which one you 
choose will aflect speed, carrying capa- 
bility and resistance to damage. Having 
picked a base you need to put a weapon, 
sensor and power pock on ft There are 
four types of weapons from a laser to a. 
missile, three"" sensors (visual, audio and 
infra-red) and three types of power pack. 
Each of these will affect the others in some 
way: experience will teach you the beat 
robots to bitild. The weapons and sensors 
consume power, as does moving, and of 
course all three systems have to be added 
together to see if the robot can take the 
weight. 

If that weren't enough, you have to be 
Careful with your resources since only a 



A rfltwt tmdef 
construction 




limited amount of material is available. 

You take your newly built robot into 
the ship and start your search or build 
some more. Throughout the game you'll 
probably need a mixture of the two to keep 
things moving. You can have up to eight 
robots at a time, although it's actually im- 
practical to control that many. Once inside 
die ship there is a large area to search in 
trying to find the reactors. The robots are 
viewed from above in a screen window as 
(hey move through the corridors, bare 
except for the odd machine or barrier. 

You can set the robots to search an 
area automatically while you're off doing 
something else, you can program them to 
search your own defined route, or you can 
control them manually all the way. Thus 
more than one robot can be usefully busy at 
the same time. 

There are various obstacles around the 
ship, including electrified barriers you can 
switch on and off by shooting the right 
switch, teleporters that move you to ano- 
ther part of (he ship and aliens, who can be 
shot but who can also shoot you. Robot? can 
also be destroyed by getting a flat battery, 
but if left unmoved for a while they will 
build up their energy again. 

It's certainly interesting playing 
around with the different robots, and 
there's plenty for the mappers to cope with. 
The ganteplay becomes repetitive with all 
the continual searching and little else, but 
the mam problem will be working out 
exactly what you're supposed to be doing- 



There's plenty to do, still, and this should 
present most intrepid explorers with a 
tough challenge. 

BW 



FIRST-DAY TARGET SCORE 
Deactivate a reactor 







*► A large game area to explore. 
I* Very nice in-game lone. 
► Multiple robot control Is good, 
P- No shortage at things to work out. 



B 



w 
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► Instructions leave you too much 
guesswork. 

** Continual searching gets repetitive. 



GREEN SCREEN VIEW 
The cof ours are tally adjustable from 
any point in the gams, so visibiityisno 
problem at all. 

AW 
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ACTION TEST 



RESCUE ON FRACTALUS 

Aclmsicm £9.99 CHS, £14.99 disk, jOysntk Or keys 



One of the newest techniques in pro- 
gramming ia the use of 'fractals', one of the 
trencher branches of mathematics, and Hub 
ia the first Amstrad game to feature them. In 
a nutshell, the closer you bole at a shape 
the more detail you see, and the detail is 
akin to the overall shape. 






SECOND OPINION 

Fractals are wonderful things, but if 
would tskc something altogether more 
drastic to justify buying this grams. 
There's all that landscape, but nothing 
to do except My round it, shoot at it and 
land on bite of it. Ton Ve got so htflo 
control over you 're craft thst there 's 
hardly any skill involved at all, 

AW 
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You'll see their effect when you start 
dying a ship around the planet of Fiaclalus. 
where the surface is a mass of crags, 
cinyoiia and mountainous peaks In this 
hostile landscape you have to rescue 
downed pilots and blast the enemy 
defences. 



level of defences you'll encounter, There 
are only two sorts: gun emplacement* On 
outer Ops of rock and flying saucers. AH you 
have to do is fly around looking for pilots 
ort your radar, land within range of them to 
pick them up by opening the airlock and 
then take oft m- ■ search of another one. 
"Meanwhile you can blast the guns and 
saucers that get in your way. 

After a while the motheiship will return 
and you can fire boosters to get beck up to 
it. If you've collected all the pilots you'iJ get 
st bonus and move onto the next towel, 
otherwise il'a back down on the same level 
to hnis h off, 

Beneath the view of the planet is your 
ship's instrument panel - you'll constantly 
need to refer to it. On the far left is a speed 
indicator which can be eel al eight levels, 
while on the far right are readouts of range 
to a pilot, enemies destroyed and pilots still 
to rescue. The middle of the panel has an 
artificial horizon, altimeter, wing clearance 
bars, targeting Scope, energy gauge and 
pilot scanner. 

All thr»se controls aren't needed much 
until you reach the higher levels of play, 
where night tails oh the planet and you 



have to fly blind through the canyons. AH 
bumps into walls, hits from guns and colli' 
siens with saucers cost you energy, but this 
is increased again by picking. up pilots. 

The prooe** Of picking up a pilot is 
nlceh/ done.. An animated figure runs to- 
ward you and then bangs on the airlock to 
be let in, Thwe's also a surprise in store on 
later levels, and 1 guarantee you won't be 
ready tor it. 

The fractal graphics are used well and 
produce a convincing planet -surface effect, 
but the control of ihe ship leaves something 
to be desired aince it is very prone to 
oversteer. Gameplay becomes repetitive 
quite quickly, but the higher levels do 
provide a tough enough challenge to keep 
you occupied. 

BW 
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► Good use of fractal graphics. 

ft* Pilot-collecting sequence is well done. 
a- Higher Levels are quite a challenge. 

► Night flying adds la the difficulty. 



W S 

ft- Guneplay gels very reps titive. 

ft- Flight controls suffer from overetaer, 




The mission starts at one of \S levels 
with you being automatically launched from 
a rnetherihip and flown down to the planet 
surface. Once you get there the ship 
switches to manual control and you can fly 
around for a bit admiring the graphics. The 
planet, coloured dull brown and yellow, is 
featureless apart from (he crags, but it still 
looks good when it moves. 

The task on each mission is to rescue a 
number of pilots from the planet surface 
where their ships have crashed. The num- 
ber depends on the sJdJS level, ah does the 



GREEN SCREEN VIEW 

it's ai! every bit as bright and dearly 
visible as it was in colour - in short, 
not very. 

AW 
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GRAB FACTOR^ 



STAVING POWER ' 
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Without music, graphics 

and sound the Board 

Game has become the 

most popular in the 

world. 
Now it has them. 







"Over 3,000 questions of no vital importance." 




Available now on 
Spectrum 4B/128K Commodore 64<128K 
BBC 'B 1 Amstrad CPC 

Cassette and Disk 



©I 



■Wpwi MM8B 



and all local stockists 



HORN ABBOT 
intckwkkm 

nmmrritr m ib.*i«ku 



TRIVIAL PURSUIT is a Trade Mark owned uid licensed by Horn Abbw bderMtkma] Lid. 

Published by rVnirk Limited, 204 W« pk R«d , Lfludwi SWJO $PN. Tel: i -947 5*24 . 

Trivial Pursuit wis programmed by Oxibrd Digital hruefptises. 
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DO OMD ARK'S REVENGE 

Beyond £9 JS eass. keys only 



^ 



II you thought Lords of Midnight was an 
epic game then prepare yourself fox a 
shock when loading this because it has 
6,000 locations: 2,000 more than its prede- 
cessor. It's played in exactly the same 
manner as Lords but is set in a new land 
with many new characters and features as 
well as acme old outs. 

The plot takes up where the last game 
left off with Doomdark (the bad guy) killed 
by Luxor [the good guy), and the ice crown 
(evil instrument ol power) destroyed by 
Morion (Luxor's son). We're seated to an 
audio-cassette rendition of the succeeding 
events from the Beyond team which is 
definitely not vintage Olivier and rather 
hard to follow at times, suffering from some 
awfully flowery and verbose prose. To cut 
a long story short, Doomdark's daughter 
Shareth has kidnapped Morion, and Luxor 
and company have set off to rescue him 
from the land of Icemark. 



SECOND OPINION 
When it first came out, Lords of 
Midnight was the biggest and most 
absorbing game anyone hid ever 
seen; Doomdark's Revenge i& hettei- 
J'm not just talking about the extra 
locations either, The intricacies of 
Icemark pontics will offer even 
hardened Midnight veterans s tough 
new challenge. Buy it. And cancel 
your appointmen £9 tor the next lew 
weeks. 

JLW 



These don't have anything to look at but 
allow you to avoid some overland dangers, 
while risking some others. 

[f you've played Lords before then 
you'll have no trouble getting to grips with 
the game, discovering the new features 
and learning the new tactics. The new- 
comer should be guided reasonably well 
by the instructions but will take longer 
exploring and experimenting with things. 
As in Lords the two main tasks are to 
complete the quest part of the game (rescu- 
ing Morion), and to build up a massive 
army for battles with any foe. However this 
part of the game where you deal with other 
characters has got more complicated. 

There aire five races in Icemark and 
none of them get on very well together - 
and they may not take a liking to you. It's no 
longer a simple matter of recruiting anyone 
yon meet. You have to consider who's 
doing the recruiting and whether the char- 
acter will stay with you once recruited. 
Each character will have an allegiance to 
another character and a foe, and also a list 
of personal characteristics- These should 
guide you on whom to get to approach and 
win over that character and how much you 
can trust him or her. Unsuccessful appro- 
aches to characters result in battles which 
can be very costly, so many games will be 
needed to develop a rewarding strategy. 

As with Lords the game is split into day 
and night- The day is when you move the 
characters under your control, doing as 
much as you can but trying to keep them 
alive and strong. At night the computer 



controls the other characters and decides 
the outcome of battles. Other controls allow 
you to check place, battle, army and per- 
son, select a character and choose from 
special options. 



THIRD OPINION 
if you are into Michael Moorcock, or 
any of the other great scienc&fantasy 
writers, then you '11 lore this. His the 
nearest tin t computer games have got 
to the truly interactive book, and has 
every aspect of a fantasy world in it - 
action, adventure, politics, guest?, 
battles: you name it, it's all here with a 
vengeance. 

MM 



You could happily sit down and waste a 
whole day, if not a week, playing without 
ever wanting to leave the keyboard. The 
world created is so vast and absorbing that 
it presents a continual challenge and end- 
less variation. It's much tougher to com- 
plete than Lords but just as rewarding to 
play whether you're new to the format or 
an old hand. There are more graphics, 
more locations, more characters, more ob- 
jects and above all more enjoyment than 
ever- A true classic. 



FIRST-DAY TARGET SCOR£ 
Recruil 10 followers 

ft 



BW 




You begin the game in control of three 
characters Luxor the Moonprince, 
Rorthron the Wine and Tarithel the Fey 
(betrothed to Morkin). They begin in the 
south of the land of Icemark, Luxor and 
Rorthron at the Gate of Varenom where 
they have to return In order to achieve any 
kind of victory. There are various victories 
that can be achieved, but Moikin must 
always be rescued and return with Luxor to 
the Gate. Other achievements add to the 
level of the victory, including returning 
Rorthron and Tarithel to the Gate, taking 
the Crowns of the Icemark (here, returning 
other objects of power, and of course the 
destruction of Shareth herself. 

The screen shows the panoramic view 
of the character you are controlling or one 
of the many information and instruction 
screens. Each location has eight compass- 
point views on which will appear the 
17 types of landscape feature and 
other characters: This doesn't 
consist of just a surface view 
anymore, because some 
locations allow you fo 
enter a vast subter- 
ranean tunnel network 
that connects many 
are** on (he map. 






ACTION TEST 
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GREEN SCREEN VIEW 
Plays Gag tit groan, but then it was 
hardly co!ourfoJ ui the ftist place. 
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Icemork Terrain 
"here ore 1 7 lypes of feature on the lee-marfc 
nd scape, oil with different effects and 
ran. 

ntain: take Hme and energy to crow, 
jan offer stiff resistance or shelter and 
■en, depending on who controls ft, 
tow moyrmeni except for the Fey. 
five In forma I ion on whereabouts of 
L 

on and exit fa tunnels. 
. shelter if the people are friendly. 

by a character, will prevent you 
rwgh if unfriendly. 



Hirh provides shelter, 
HilU: slow movement. 
Fortress; offers protection or a right. 
Palace; can offer protection and access 
tunnels. 

Tempi*: possesses good and bad powers, 
and access to tunnels. 
Gate: gives access to tunnels, 
Stones: give, good and bad powers. 
Fountain: refreshes a weary trove) lee. 
Icy Wattes: impenetrable. 
Mitt: moves across the land, blocking the 
view and sopping morale and jtrengtb. 



► A massive 6,000 locations. 
s* Superb panoramic view*, 

s* 128 possible character* to control, 
►* Totally absorbing lo play. 

► Combination of adventure, wax game 
end strategy should appeal to everyone. 
►* Tremendous variety In the poisibl* 
events. 



to 




IAD 


NEWS 


1* No in- game sound. 

► Ton need a spare conple of days to 

play It. 
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GRAPHICS 


BBV. 
0% 
M% 
97 V. 


SONICS 


GRAB FACTOR 


STAVING POWER 


A A RATING 


95% 
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Daringly Original Arcade Adventure. It's What You've Come 




£7.95 



BR33B 



£7.95 



Available now for Commodore §4 and 
available soon for Specirum 48.128 and 
Amstrad. 
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ACTION TEST 



1 



JOHNNY REB II 

Lothloriefi fltgus Press. £9-91 cats. £12.95 dis*. 

juyst icJt or kays 



Unless you were an early affiaanado of 
Amstmd wargames or read Amscyclopedia 
in issue one of AA Then you probably didn't 
even know there was a Johnny Reb I. This 
sequel follows along very much the same 
lines, except that the whole thing is a lot 
more polished than the original, which 
featured some disappointing graphics. 
Once again you're plunged into the Amer- 
ican civil war where Confederate forces 
battle Union. 

The game represents- a single encoun- 
ter between the Union and Confederate 
forces at a river crossing. The smaller 
Union force is trying to slop the CorJede 
rates crossing the river at a bridge and two 
fords. The Union al first looks hopelessly 
outnumbered, but as the game progresses 
ita reinforcements arrive. If they have 
fought well they can counterattack And win 
the battle. 



SECOND OPINION 

it you play this as an introduction to 
computer wargames, yati ')l probably 
end up wondering why anyone would 
bather with thaits. TJter&'sjwrt not 
enough detail to the thing, And that 
means there ;sn 't the lasting interest 
war gam cs rely on . 

aw 



The river runs down the middle ol the 
game map, only pan of which is shown on 
screen at a time, There are also areas of 
high ground, buildings and walla that affect 
ihe behaviour oi units. Each side also has 
four types of unit, each with he own charac- 
(eristics; infantry, cavalry, artillery and 
supply wagons, 

One 01 two players can play," and 
against the computer there are three skill 
levels. These determine whether ihe game 
is played in 'turns' or real time, how many 
turns there are and whether units are 
always visible. Hither way the units end up 
acting out instructions in real time. Eacr. 
unit can be gvven a number of orders. 
depondwg on its type. Infantry can ad- 
vance, charge, fire or dig in. Cavalry can 
do the same except dig in, while artillery 
can't charge either. The supply wagons can 
do little other titan move. 

The outcome of skirmishes depends on 
several factors: terrain, morale, strength 
and ammo levels, how experienced the 
troops are, and of course the number of 
units ihey'ie fight ing against, A unit may be 
routed Dr broken so that you cannot control 
it for a while, or destroyed completely if 
(he attack is heavy enough. 

The front end 7 of the program allows 
you to change many aspects <?f the game to 
Suit you. You can build walls, fences and 
houses on it to help the defending Union 
forces, or change the composition and 
types of unit to help either side. You can 
also determine where each unit starts at the 
beginning of the game and at what point the 
Union reinforcements arrive. Most 0; these 
are only valid for the two-player games, 
enabling you to sel up the battle hew you 
(ike 



The presentation is much improved 
from Ihe early IhOthlarien wargames, but 
the essential game remains the same. Ncw< 
comers to war games will find (hey can 
easily get into the action, while more ex- 
perienced hands will want something more 
testing. Despite the detailed 'front end' I 
found the game lacked varieiy and depth 
and really needed a longer game time with 
more strategy involved^ 

BW 
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GOOD 
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*■ Well ptesanted and easy to use, 

► Good range of options for altering two- 
player games. 

► Coed for a newcomer Id wargame*. 
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► Not enough depth in strategy to satisfy 
experienced players. 

*» Game* are too short to need hard 
thought. 

► Very Atmilar gameplay to the original. 



GREEN SCREEN VIEW 
You can still tell your blues from your 
greys, so you really shouldn '{have 
any problems* 

AW 
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NUCLEAR DEFENCE 

Anisf.fr £8.95 tass, £12 95 disk, joystick or 
lays 



Jteach-Head has spawned many derivatives 
and this is another battle game composed 
of several different stages. Your task Is to 
defend your cities against nuclear attack 
while letting the enemy cities and shipping 
have a taste of your own offensive weapon- 
ry, Not what I'd call a morally uplifting 
game. 

The battle takes place on a single map 
screen, from which can be accessed three 
arcade screens. The map shows enemy and 
home cities and dots in the ocean to repres- 
ent your ship and enemy fleets. You can 
move your dot around to engage tiie 
enemy ships or take it close enough to their 



cities to attack them You can defend your 
home cities from any point on the map, 

Having got within range of an enemy 
city you can attack it using missiles; this will 
prompt a launch on your own cities, but this 
will happen anyway if the enemy are left to 
their own devices. The city-attack screen 
shows you a city which you have to destroy 
with missiles from your ship al the bottom 
of the screen, You have to hit only two 
buildings and a bridge, the picture being 
the same fox all craes. You guide the mis- 
siles in flight and have 10 hit the buildings 
quickly in order to go and defend your own 
city. 



SECOND OPINION 

You can argue ajrrojigyoijrs'e/ves 
about the morality of a game that 
rewards the nuking of foreign cities 

and punishes you for torpedoing 
hospital ahips. There 's no argument 
over the gameplay though - it's 
boring, repetitive s ui>Beach-Head 
rubbish. There 's an amusing little bug 
Which crashes the city attack ' stage 
from time to tune, but that's hardly a 
redeeming feature. 

AW 



If you get in range of an enemy fleet a 
thumping noise uv heard and you can switch 
to the screen where you have to torpedo 
enemy ships. There are four of these that 
move across your view and are sunk by a 
single hit from your twin torpedo tubes that 
converge on the middle of the screen. All 
four have to be sunk, but a hospital ship 
must be avoided or you'll be flicked back 
to the map screen. 




Wardi! 
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When defending a city you are shown 
it nestling in the bottom of a valley while 
missiles fly in to explode m large mush- 
room clouds. The missiles can be inter- 
cepted by your own finng rockets, but too 
many misses and the city will be destroyed. 

To win the game all the enemy cities 
and DeetS have to be knocked ou* before 
your cities are There are several skill 
levels at which the number of cities and 
fleets increases to make the job tougher . 

That doesn't compensate for the total 
lack of variety, just playing the same three 
screens time after time. Each stage is very 
simple and although the ciry graphics are 
detailed there's little action going on. After. 
mts game you'll have seen all there is to 
see, the only lasting interest coming from 
the higher difficulty levels. 

BW 



FIRST-DAY TARGET SCORE 
20.000 
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ACTION TEST 







NEWS 



► Higher Levels arc quite tough. 



B 



W 



> Only three stages so it's very 
repetitive. 

► Arcade sequences are very repetitive. 
+■ Graphics are weak except far city 
backgrounds. 



GREEN SCREEN VIEW 
It's as pl&yHbte in green as if 's going to 

get, hut Uiat's not saying inuch. 
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DESERT FOX 

US Gold. £9.95 cuss, £14.95 disk, joystick or 
keys 



War games are much more accessible 
these days, a lot of the- credit going to PSS 
for (heir games which incorporated arcade 
sequences. Do&vrl Fox lot lows in the same 
footsteps but places the stress of the action 
very firmly on the arcade aide with the 
strategy element less important. It's, based 
on the North African campaign from the 
Second World War; you are in control of a 
Sherman tank. 

Trie game map appears on a single 
screen containing three elements: your 
tank, Rommel and several Allied depots. 
Vour task is to save all the depots by 
reaching them with your lank before Rom- 
mel reaches one or it Tails to the enemy 
aurtcunduig it. On the map screen there 
are four options that you can choose from: 
zoom, radio, air strike and move. 

The jsoom command lets you examine a 



depot to Rfifi what supplies it hag and how 
much longer it can resist the enemy, If you 
obviously aren't going to reach 11 in time 
you cart call up your one and only air strike 
to buy some time M you Jos* a base you 
lose the game. The radio command lets you 
examine the route ahead for one of the five 
possible enemy actions. The move option 
takes you in the direction the radio beacon 
is pointing. 

The five battles are convoy, tiger tank, 
inJELefield. ambush and stuka,, Each one is 
viewed from the turret of your Sherman, 
which has to destroy a number of the 
enemy or survive for a length of time to 
complete each one. The convoy section 
puts you in control of two magliirerjurm. as 
Stukaa and Spitfires swoop across the 
screen. You have to shoot the Stukas and 
avoid the Spitfires using the cursors - they 
are automatically controlled for each gun; 
you just decide when lo fire. You need to 
score high enough before the convoy 
passes in order to save i|, 

The minefield has to be negotiated &a 
quickly by slatoming through the mines or 
blowing them up with the cannon. The tank 
has to be kept on a compass-heading 
course. The mines glow you down if they hit 
the tracks but not when they pass under- 
neath ox wide of the tank. The ambush takes 
you down a canyon where mortars appear 
o.-i ::ic .vails and -. certain number havi.: 10 
be shot - the longer it takes you, the more 
damage the tank takes. 



SECOND OPINION 
There are some great smooth-moving 
graphics a'rr the. arcade sequences but 
the game ass whole is pretty silly, The 
ambush stage ia purr. Star Wars, and 
tfle task-io-Wtk shoot outv/ith Rommel 
is just ridiculous. If 's all good Iai\, bat 
ths 'strategy' element is just an excuse 
lor those arcade segnextow. &vf 



The Sluka attack has the planes flying 
straight at you, michmeguns blazing, You 
have to bring them down with the cannon; 
centre a cursor on them and fire. The 
planes are located by watching a small 
radar display; a set number have lo bo shot 
to complete the stage. The Tiger tank stage 




is very similar except that the tanks move 
across the display, occasionally pausing to 
fire a she 1:1 at you, Enemy shells and tanks 
can both bet nhot with the cannon, a set 
number being required again. 

If you encounter Rommel then the ac- 
tion is the same as the Tiger tank siage 
except that one tank has to be hit eight 
times. This will save one of your depots 
without having to visit it. However Rommel 
can do plenty of damage while you're 
trying to dispose of him, so you need to 
have a very low damage gauge before 
tackling him. 

The arcade sequences are well put 
together except for being able to 'guide 1 
shells in flight on the tank ar.d Stuka battles, 
which seems rather daft. There's not much 
9ti ategy or war game involved, which is a 
shame because a bit more in that line and it 
would have had much more lasting interest. 

I don't think you can call this a simul- 
ation li's basically a combination of several 
other games lo create five arcade se- 
quences and a simple strategy task, 

HW 



FIRST DAT TARGET SCORE 

Victory at grandmaster level 
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► Arcade sequences are done well. 

►- Five sequences keeps trie-variety 

going. 

+■ Good graphics on all stages- 
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>■ Too easy to complete, 

► Not enough strategy elements. 

► Lightweight treatment of a serious 
subject. 



GREEN SCREEN VIEW 
Telling Spitfires And Stukas apart can 
bo pretty difficult on the convey stage, 
but otherwise /here s not much t& 
worry about, 
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Living on me edge of on 
eternal galaxy, battling with 
op pon e n ts wh a see m to be 
reading your mind, you are 
□bout to captain your snip 
through one of the great 
edge-of-your seat adven- 
tures of the 35th Century. 



Sitting on o mother Jode of 
rich mining deposits, a new 
quadrant called the Parvin 
Frontierjsa mecca for sett- 
lers; entrepreneurs on both 
sides of the law; and some 
of the worst scum in the 
universe 



These space carrions have 
been the scourge of the 
shipping lanes; and as 
things stand now they are 
on the brink of starving out 
the entire quadrant and 
holding it hostage. 
No wonderthe inhabitants 



of the Parvin Frontier wilt 
pay almost anything toany- 
onewhocangetthraughto 
them with o freight shtpfull 
of supplies from the outside 
wo rid. 

But ifs a fall order to fill, 
even for the experienced 




captain of the Psi-5 Trad fng 
Company; because, need- 
less to say these maraud- 
ers are not going to take 
too kindly fa any last ditch 
efforts to spoif their little 
interga I lactic carnage. 

So, if you're ripe for a stiff 



Freighter Captain, yourship 
just came in. 

Choose your crew care- 

AMSTRAP D6K SMJ95 

CASSETTE £9,95 

SPECTRUM 48k £7.95 



TRADING 
COMPANY 



fully For 10 years Al Zott the heat of the bottle? 
has been shooting enemy as captain of the Space 
attack cruisers to smither- Freighter you must cons- 



[l[Sj[ij*[*lEJ 

iiiTii 



choice for weapons expert with space outlaws on the 

is critical. You have a weafth horizon, what doyou repair 

of talent to choose from; first -the defence shields 

but will your pick hold up in or your weapons? 



• Keyboard or 
Joystick Controlled 

• Choice of 
Specialist Crew 

• Inter-ship video link 

• External view port 

• On board Computer 
~> Navigational 



Mmjtodunhlijnhr mwteiHUS (Rain 
)■«» jj» StTMr.&kntteflairi &? at 
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ACTION TEST 






POWERPLAY 

ArcTiiri iy 'Jb c;i$s. ni ( f J'j disk, |tivstinl( titl«nvs 



The game is subtitled' 'the game of the 
gcds", which conjures up an interesting 
image of Greek gods sitting around asking 
each other in consequential questions like, 
'What's the booby prize on ihe TV shov 
£-/?' Now that's my kind of game and I 
suspect a lot of other people's too. It com- 
bines this quest for the trivial and absurd 
with a well designed and implemented 

The action takes place on a sin ale 
screen where an 8x6 grid of squares forme 

Is courtyard on which 2, 3 or 4 players can 
wage a battle of wito and speed. Each 
player controls a team of tour warriors who 
have to eliminate all the warriors from the 
other teams in order to achieve victory. 
The square? are in five different colours; 
four general question areas and special 
teleport squares, 

Each player takes it in hurt to select 
one of his four warriors to answer a ques- 
tion, the subject depending an the colour of 
the square he's on. Choosing the correct 
one of four possible answers wiit score the 
warrior some points and he will be able to 
move to an adjacent square. A wrong 
answer will pass play on to the next player. 

Moving onto one of The four lelepert 
squares will whisk a player to an unoc- 
cupied leleport square, somatunos even 
back to the one he started on. 

As each warrior scores points for cor- 
rect answers he can mutate into more 
powerful forms - an advantage when it 
comes to battle The lowest is Hercules, 
going through Cyclops and Minotaur, to the 
strongest, a Satyr. These mutations are 
carried out very nicely on screen; the 
warrior spins round and then slows to a 
halt, mutating in mid-spin. 



Cyclop* ft rtilrd In 
line 



r 




The Mtnoir. 

recent; in ;1 length 



If a w&rrter tries to move onto a square 
already occupied by an opponent's war- 
rior, a challenge will result. The two have 
to try to answer a question first in order to 
win the battle. The loser gets demoted to a 
lower warrior level, and disappears com- 
pletely if he was already down to a Her- 
cules. The game continues like that until 
only one player's warriors are left on the 
grid. 

The difficulty ot the questions varies 
wuh the mutation level ot Hit warrior: 
toughest ones for the Satyr and easiest tor 
the Hercules. There are also four different 



THE FOURTH PROTOCOL 

Ccniuiy AimlrisoH. na.95 tass «nd disk keys onlv 



We've had plenty of games of the film 
before but this is a game of the book, the 
bestseller of the same name by Frederick 
Forsyth, You won't need to have read the 
book to play the game - 1 hadn't - but if you 
have, some characters and situations may 
be familiar. 

There are three parte to the game, 
which lead separately, and they'll need to 
be completed in sequence, The three 
stages take you through an international 
espionage plot. In the first part you have to 
discover who has leaked some Nate docu- 
ments and how. in the second and third 
parts you have to locate and deactivate a 
nuclear bomb planted somewhere in 
London 

The three parts of the game are all 
icon-driven, but you won't be able to get at 
the third pari until after completing the first 
two, and the second section requires in- 
formation from the first to help you find the 
bomb. The List game puts you at the head 
of 01(A). where you have to track down the 
source of a leak of five Nato documents 
while dealing with other everyday matters 
from the intelligence community. 

The whole game is played from a 
single screen containing nine icons, but 
these allow you access to a world of in- 



trigue and complication. The basic idea is 
that you already know certain information 
that sets you on the I rack of the leak, while 
other matters are brought to your attention 
as time passes, In trying to deal with pro- 
blems you spend most of the time putting 
surveillance on people and if that produces 



security and lovesick operatives all in a 
day's work. While trying to deal with that 
you've got to identify the source of the leak 
and trace il through, to expose the whole 
network. You have to keep up your other 
work; otherwise the number of surveillance 
staff is cut And the leak has to be resolved 



SECOND OPINION 
/ Sm not crazy aeoti f Frederick 
Forsyth '» books, bu t this gams Just 

mtghi convert me t Other gomes have 
rried to get some feel of intrigue and 
detective work, but this is the first one 
I've seen that really works. You '11 
need your thinking-cxp on for this one. 
and 1 like that in a game. 

AW 



some information you may be able to follow 
it up. The other thing that occupies a lot of 
your time is searching through the filing 
system for interesting files on people and 
things that may also provide important 
evidence. 

To give you a taste of what is in store 
yon will have to cope with a murder, a 
defection, paranoid employees, building 



THIRD OPINION 
An interesting twist of the adventure- 
game format, mth the added Adrenalin 
of a tight time limit. Yon r&attyhava to 
employ all your deductive po wets 
here, and the novel icon/window 
display is used to lull effect. 



before a time limit runs out and you get 
sacked from the job. 

Part two follows a similar line to pan 
one with a single iconndriven screen 
through which you have to locate the bomb, 
hidden somewhere in London. It involves 
you moving out of your office and using the 
Tube system, and you'll encounter many 
problems in the search for the hideoul. The 
final part is an assault on the bomb's loc- 
ation using an SA5 squad to eliminate the 



\ 
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SECOWD OPINION 

™y«* race's no ge^ST '<"""* 

graph"* are gro*'. aad ^^Lod 
jfttff? AW 



Question Compiler 

The second side or The game rope has a 
Question compiler, allowing you to create 
whole new groups at questions on whatever 
takes your Fancy, If won't let you alter the 
four existing ones though - arte/ oil, thot 
would be cheating. 

Yesu can select the four colour -coded 
subjects into which questions are grouped - 
yov don't have to stick to the original ones of 
general knowledge, sports arid leisure, 
science and technology, history and geo- 
graphy. Yov con concoct your own For whate- 
ver you're interested In. 

Each question has to be dossed in one oF 
the four difficulty levels, and three alternative 
answers must be given along with the correct 
one. 

Haw much use you moke of this Facility 
obviously depends on you, but I'm sure 
people ore already rubbing theif hands with 
gJee at ridiculous and humourous question* 
they can torment their friends with. 



enough toe ««» to ^£g££ ^ 

Tfee^e are *^ * e f *j^ e £ eac h one 

*» Ito* to* o» JJ ££2*?oi you off 



THIRD OPINION 
W* "^ *£££ *** * 



^atao and above all fan- 

aborting, « on **CLw» ^*» *™ te * 
Tha oerfccr game foi anyone ^ 



GREEN SCREEN VIEW 

noi T^iiY a problem smce you v& 
theyrs diffexent. iW 



cjcjiiBte game- J" » * _,,, g^e. 



-^a Mtourf.1 g»«Al« »* 

toeie*t8T«" ir(lWlu 



game*. 



GRAB f ACTOR 



A A ftATIHG 
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"l"t - T '.' _■■.'' 
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► 



The riling cabinet allow} yoti ok«i to 
fll« Ircm Concern and from Blenheim. 
The loiter hove lo bo specifically 
requeued. Bit! firil ye* need 
Blitnh^Ffri'i telephone mnnb«f . 



Thl* is whe/e you allocate yew 
surveillance learnt. They need to be 
wed oi eff-cientSy cs pollute 14 gel 
quick result - ctwtog a rfld h*r ruing 

tor too Jeoa eon prove very cosily. 



You con Jove, load and pews* games 
frcm nere- 



Here yw are told the percentage af 
the game wmo!?t*(! and alio your 
preilige in MI5. which artecs haw 
many wrvcillanee oftleerj you nave. 




The phone allows you to mgkc fgllt lo 

various places and to accept 
Incoming colts from operate* and 

other iecvrify pert e*nel. 



Surwe-illartCB rejaorh comt; Ui here tmd 
appear In the middle of -he screen 
when 'he Icon is accessed. 



r£qte*r by you 10 OnGltier intelligence 
tefvice or lo triform you of m new 
liruoFioc 



The dale Hckt by cuiomollcally, so 
you need la ad fovl al oil limes. 



tAtrtiKH cojiie In here from tome 
depor iTienk. Watch out for noles 
from your superior becau-ie they're 
nearly alway* bad news. 



KGB men guarding il, allowing you to get in 
and defuse if - il you 're m time, that is. 

It's a very enjoyable and novel game 
thai has plenty of depth. You'll need to do 
some hard thinking to get anywhere. De- 
duction, analysis, a little bit of lucJt and 
sudden flashes af inspiration all play their 
part. Jt won't be lo everyone's taste 
because it can be quite tough going. Sue if 
you're looking for a challenge and a good 
workout for the brain cells, then this is 
ideal. 



GREEN SCREEN VIEW 
There s no colour anyway, so 
everybody's in the same boat oit this 
one. 

AW 



► Very original mix of adventure, 
strategy and icons. 



I 



E 



W 



*> Can he tough going at times. 

► If you get really stuck it can be very 

frustrating. 



FIRST-&&Y TARGET SCORE 

50% On part one 



BW 



►■ Three different sections to complete. 

P> Good use of icons and screen 

presentation. 

►* Requires plenty of hard thinking. 

►■ No shortage of things to do - you're 

always under pressure. 



GRAPHICS 


46% 


SS: 


SONICS 


21% 
67% 


GRAB FACTOR 


. i 4. iV^i rtWWWlftnrW^ni 

dXA Jll | L|| ■ ■ ■ ■ — — ■ — ■ m. ■ 

i ■_■ ii t i r ■ ■nQr 








STAVING POWER L 


1% 








A A RATING L 


47. 







QABBALAH 

Am soft; Gem. f 9.95 eass. joystick or beys 



There are times when I really despair of 
software houses because of simple faults in 
games that are guaranteed to drive games- 
players up the waJJ. This is a case in point: a 
game with great graphics, an interesting (if 
weird] scenario, a lot of depth and com- 
plexity - and one infuriating feature that 
ruins it. The problem is that the objects you 
have to find are hidden behind things, and 
move about from game to game, so that you 
have to spend the whole time aimlessly 



SECOND OPINION 
What j waste. There was a good gama 
here and they blew it. Why would any 
self respecting Arnold addict want to 

spend .hoars on end rummaging 
around behind a load ot scenery? 
Granted the scenery's very pretty, 
and must ha vc taken a lot of effort - bur 
that just makes it aiT the more wasteful. 

AW 



searching for something you can't see. 

The scenario of the game comes (rom 
the Hebrew faith, and as usual has very 



IMe to do with the game- This is shown up 
by the fact that, having built up an esoteric 
and philosophical scene in the instructions, 
they destroy it all by talking about 'nasties'' 
(in quotes even!). Having coped with that 
you enter the game itself, and are presen- 
ted with the superb 3D graphics which 
Gem do so well. The scenery is composed 
of derailed objects and buildings in some 
excellent colour schemes. 

You control a purple dad man who 
shuffles and jumps around the picturesque 
landscape in search of keys for buildings 
and objects lo help him progress through 
the game. He can walk behind and in front 
of things, often disappearing completely so 
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it's vary diffieull to ieU where he is and how 
to get him out of (here, When he walks near 
the odgee of !he screen it scrolls to reveal 
more of the scenery. 

There are various creatures both mov- 
ing and static that drain his energy. 
although there is a point where he can 
replenish supplies. What is really wildly 
annoying is having to perform, random 
searches of what is a reasonably large 
playing area juat to find an object - never 
mind solve any of the game 'a puzzles. 



► A potentially good game has been 
spoilt. 



THIRD OPINION 
Forget the game, just wander around 
Admiring the graphics tor a while and 
then load up something else, 

MK 



You certainly can't argue with the 
graphics, they're excellent, and there may 
be a good arcade adventure waiting to get 
out. But wandering around searching fruit- 
lessly for objects while not being able to 
see your character half the time is not my 
idea of fun. 

BW 

FIRST DAT TARGET SCORE 

Find an object 




GREEN SCREEN VIEW 
Can be very hard to see the edges of 
buildings, hut lack of visibility 
crippled the game even in colour. 

AW 

~g o o b - ~n E w s~ 

► Excellent detailed and colourful 

graphics, 

*■ If you can find things 11 might get 

Interesting. 



B 



N 



£ 



W 



► Can't see where yon are or 'where 
you're going hall the time. 

► Objects m hidden from view and 
moved around each new game. 



GRAPHICS 



SfiNICS 



GRAB FACTOR 



STAYING POWER 



A A RATING 



88% 
62% 
10% 
35% 
Z2% 



m 



STAINLESS STEEL 

Mikra Gwi, f 8 95 ciss. f 13 95 disk, joystick oi 
kfi^s 



The 'teenage superhero" of the title is one 
Ricky Steel, and presumably ■the stainless 
part refers to frequent trips to the launder- 
ette with his undies. This condition is doubt- 
less brought an by having to battle an 
endless horde of aliens in a lour-pari shoot - 
em-up. where he always ends up plastered 
all over a wall or a floor from a violent 
explosion. 

The four eones consist of vertically 
scrolling landscapes on which you have to 
battle a variety of robot troops. In each 
zone the scenery, the robots and your task 
are different, although the gameplay is 
very similar foi all four. The scrolling 
landscape occupies only a relatively small 
area of the screen and each stage has only 
One colour, although the landscape and 
character graphics are quite detailed. 



SECOND OPINION 
This game is irustr&ting. It has rotten 
collision detection and makes very 
poor use of colour. It sends you right 
back to the atari of the section every 
time you die- Worse still, the scanner 
is sidewsys-on to the direction of play, 
making it extremely difficult !o follow. 
The most frustrating thing, however, is 
thai 30 much effort went to produce 
such a poor gam e. 

AW 



lit zone you must move on foot up a 
roadway to reach your cax, Nightwind- 
Trying to stop you are two sorts of robot: 
helicopters that move up and down the 
road shooting at you and robots that move 
across the road, also shooting. Like all the 
robots in the game these can be dispatched 
with your own laser fire. As you walk 
along, a fuel gauge runs, down and has to 
be replenished with fuel cells floating al 
intervals along the road. You have to be 
careful since you can shoot these as well, 
and tunning out of fuel is fata], 

in zone the only other obstacles are a 
couple of lines of cars behind two barrier a 
across the road, However in zone 1 you 
have to drive across » desert littered with 
deadly obstacles, your car can are and fly 
up and down, and accelerate, but is Still 
dependant on regular fuel replenishment. 
Meanwhile you're harassed by helicopters, 
missiles and static guns. All of those have to 
bo wiped out before going on to the next 
zone. 

Zone Z hat you flying over a waterway 
on which submarines pop up from time to 
time. You have to bomb al! the submarines 



and shoot fighter planes to move further on. 
The supply of bombs is limited. You are 
without the shield which in the first two 
zones could protect you against bullets Tor 
a short lime. 

In the final zone you have to kill the evi I 
genius responsible for the whole shooting 
match. It is of course pretty tough as you 
drive through more new surroundings 

To hcip you in all the zones there is a 
scanner - very useful but awkward, 
because il is horizontal while the route you 
travel is vertical 

This is a competent shoot-em-up which 
will provide a tough challenge. Two things 
stop it being even batter: despite detailed 
graphics and explosions the use of colour is 




Rfctty Stee go« 

Fet a deadly sl'oll 



woeful, and there just aren't enough stages 
or variety to them for the game to really 
last. Not a bad buy. though, if you're loo- 
king for a skilful shoo! cm up, 

BW 



FIRST-DAY TARGET SCORE Get to zone 



GREEN SCREEN VIEW 

The bullets car be a bit harder re see, 
but the gam* certainly isn't Any less 
colourful in green, 

AW 



N 



W 



► Detailed graphics and explosions, 

► Tough and skilful action. 

► Tour stages requiring different skills, 

► Forward and rear attacks mean you 
can't afford to relax at all. 



B 



K 



W 



► Awful lack of colour. 

►*- Nat enough variety in the action. 





mmm 

-.v.v.-.v.v-. 




GRAPHICS 


61% 






SONICS 


42% 

70% 
6Z% 
65% 


GRAB f ACTOR 


STAVING PDWIR 


A A RATING 
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ONLY THE BRAVEST FLY 



T 



^mvTi 



464,664.6128, 

COLOUR OR GREEN SCREEN 

TOMAHAWK - a stunningly 
realistic flight simulation that 
puts you in command of an 
Apache Advanced Attack 
helicopter. Flying low over a 
spectacular 3D real world 
display with over 7000 ground 
features - TOMAHAWK puts 
you in the hot seat. 

Ground attack and air-to-air 
interception is the challenge - 
day or nigh! in (he thick Ol '(he 
battlefield. Your combai mission 
is to locate and desiroy enemy 
ground forces. II could be 
science fiction it isn't - the 
Apache is lor real ... the 
meanest deadliest combat 
fteticopter ever. 
You have the weapons, the 
machine ... climb in and prepare 
tor takeoff! 



T 

i 



BY D.K.MARSHALL 

ADAPTED BY DARRELL D. 
Cassette 9,95 Disk 14.95 

■ Spectacular 3D cockpit view 
with over 7000 ground features 

■ Authentic acrobatic 
performance 

■ Ground at lack and air-to-air 
interception, with laser guided 
missiles, rockets and 30mm 
gun 

■ Ooppler navigation and target 
tracking 

■ Day Night vision systems 

■ Cloudy, Cross winds, 
Turbulence 

■ Pilot ratings -Trainee to Ace 

■ Impressive sound effects 

■ Pi tots Motes 





ONLY ACES SURVIVE IN 






464,664,6128, 

COLOUR OR GREEN SCREEN 

NIGHT GUNNER -The 
amazing air battle scenario 
that stretches you to the very 
limit - guns blazing, enemy 
fig titers attack from all 



sorties and were s still the 
flight back home. 




BY R.J. SWIFT 

ADAPTED BY TIM MOORE 
Cassette 7.95 Disk 13.95 

NIGHT GUNNER is an action 
packed arcade game based 
upon a Second World War 
scenariu You are Ihe gunner 
and bomb aimer whose task is 
to defend your plane against 



ground lorces in each of the 
challenging missions. The 
rewards are high for the expert 
marksman, but beware 1 The 
battle becomes tougher with 
each new mission, 

■ 30 ground attack missions 

■ Realists 30 effects 

■ Explosive sound 

■ 1 or 2 players -each with 4 
levels Of difficulty 

■ High score labie wiih medals 

■ Self demonstrating title page 



AMSTRAD CPC 464, 664, 61 2B 



Night Gunner 
Night Gunner Disk 
Tomahawk 
Tomahawk Disk 
Fighter Pilot 
Fighter Pilot Disk 
ATARI 

Fighter Pilot Dfek 
Fighter Pitol 



D £7.95 
D £13.95 
D £9.95 
□ £14.95 
Q £8.95 
a £13.95 

D £12.95 
D £9.95 



SPECTRUM 

Night Gunner 48 K D £6.95 

Tomahawk 4&/126K D £9.95 

Fighter Pilot 48K □ £7.95 

COMMODORE 64 

Speed King Disk D £12.95 

Speed King O £9 95 

Fighter Pilot Disk □ £14 95 

Fighter Pilot □ £9.95 



VAT and p -&p . inclusive wlh in UK 
(overseas inc. £5p per cassette J 



1 D>eb«>«s 
.!.■:■(., B849M 



pigabs ssfid D& r)iri|TA| 
INTEGRATION 



Please debit my Access/Visa card n& 

i i i i m i i rrn 



Watchmoor Trade Centre, 
_^^_^ WatChmoorRoad, 

I CambBrley. Surrey 
J_l — "— ' GUTS 3AJ 




Expiry date . 

Cheques made payable Id Digital Integration Ltd 

I enclose a cheqjjo/P.O. for Total 



Trade and Export enqulrtn 
welcome. Lifetime Guarantee*. 



Name. 



Address 
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INTERNATIONAL 
RUGBY 

Artie. C7.95 cass, f 1 2 9S disk, joystick or keys 



This is the fust tune I've seen; a Rugby 
Union simulation on a computer, despite 
the plethora of simulations for other sports. 
The reason for that is probably the difficulty 
of recreating a sport that can be as free- 
flowing as soccer and yet have set pieces 
not dissimilar to American football, Unfortu- 
nately I think this has failed iq overcome 
those problems, ending up more like a 
kick -and -run soccer game than a rugby 
game requiring lols of intricate passing. 

The matches are played on a pitch thai 
covers three screens, viewed from the side 
of the ground- At either end are the posts 
where tries and drop-goals can be scored. 
When the player in possession runs off the 
edge of the screen, it Hicks to reveal the 
next section of pitch- There are seven 
players on each side and you control (he 
one nearest to the bail, who will have 
different coloured hair. 

The player m possession has three 
basic options: run with the ball, kick it or 
pass it to another player- Passing is ex- 
tremely difficult because of the confusion of 




SECOND OPINION 
If you "ve ever played or watched 
rugby you'll probably wonder what 
it 's got to do with this litest Aitic 
classic. Rugby, as 1 remember it, was a 
fairly complex game involving a great 
tit;.*] o/pssstng and i timilmdsa&mtGi 
kicking, Artie however think it's a 
simple boof-em-up. No rucks, no 
mauls, no three-quarters to pass to 
just kick die thing. 

AW 



players on screen, so the most effective 
method of making progress is to run with 
the ball till an opposing player closes in, 
and then whack it up field trying to regain 
possession afterwards. 

Once in front of the opposition's posts 
yon can go for a dropkick or try to go over 
the line for a try. If the opposition are in 
possession you can get the ball back by 
running into them or by tackling from 
behind. Each sueeesfully performed score 
or tackle will produce a cheer (white noise) 
from the crowd. After 3 try is scored the 
conversion fakes. lr T s shown on a panel 
inset on the pitch where a cursor aims the 
ball, but the gusting wind may blow it off 
course- 
There are two set pieces in the game 
for when a ball goes out of play; the hneout. 
which stretches all the 7/57 across the pitch, 
and the scrunL You can't affect either of 
these - they happen automatically. Tt's just 
a matter of trying to pick up possession 
afterwards. 

One ot two players can play, and both 
can take part in the five-nationa champion- 
ship, where each team plays four matches. 
There are also two skill levels which affect 
the speed of the computer players, the 
harder level making them tougher to catch. 
The major criticism of the game is that 
intricate passing manoeuvres are impo- 
ssible and the game just becomes a matter 



of kick-and-nin to score points. There are 
other niggles as well: the ball is round, the 
figures are small, the set pieces leave you 
with nothing to do and the screen is a mass 
of confusing action making it difficult to tell 
what's going on. Despite all that, the game 
can still be enjoyable if you play with two 
players, particularly in the championship 
option. However even that won't interest 
you for long because this just isn't rugby, 
it's more like a soccer game with a couple 
of frills. 

BW 

FIRST-DAY TARGET SCORE 

40 points against computer 




Not vp'rivrv&cr but 
kick and run 



SPEED KING 

Md surname, CI ,39 cuss, joystick or keys 



One of Mastortronic's all-time best-selling 
tides was Formula One Simulator, which 
these days looks outdated. This new offer' 
ing takes you out of the car and perches 
you on a high-performance motorbike, 
where yon can ride against 19 computer 
riders on 10 different grand-prix circuits. 

You begin by choosing which track lo 
race on Each has different characteristics: 
Silvenjtdne with its long sweeping turns 
and straights is a very fast course, while the 
Spanish track is full of twists and turns to 
slow you down, Yoa*u naturally want to 
practice on your chosen track before going 
into a full race. You can do that for as Jong 
as you like, trying to set a fast time and 
learning alt the bends and how fast you can 
take them. 



L 



SECOND OPINION 
It's not the best racing simulator I've 
ever seen, bat it is a lot of fun. The 
opposition can be very easy to get 
past even on champion level, but they 
still represent quite a challenge on the 
slower tracks. I woulein 'thsve minded 
some sort of rear- view mirror, but 
what do you expect for £1.99? 

AW 



The bike has six gears and a top speed 
Of 2E0 mphv Y-Oh wott'f get up to that on any 
but the longest straights, but most races will 
be spent in fourth or fifth gear at between 
100 and 175 mph if you're going to do well- 
When taking corners you lean the bike 
orei and try to gauge the speed so that yon 
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■*■ Two-player championship can be fun. 
*■ The first rugby simulation. 
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► Flays more like soccer than rugby. 

► No intricate passing pas si hi p. 

► Set pieces allow no player 
involvement. 

► The worst rugby simulation. 



GREEN SCREEN VTE W 
ffo worse- than the colour v&rmon. bat 
then what could be? 

AW 
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get round as fast as possible but without 
falling off. Too fast and you'll skid onto the 
grass verge and crash- 
When you feel ready for a race you 
have to set one of the three difficulty levels 
and decide whether to have Z, 4 or 6 laps. 
You begin at the back of the pack, who stay 
in more or less line-astem formation all 
round the track. This can make them tough 
to get past on corners. If yon hit them yon 
crash, losing precious time. Certainly on 
the faster tracks you should quickly be able 
to beat them, but on the tighter circuits they 
are much tougher to beat- 
When you "re good enough the races 
become more nf e time trial than a compe- 
tition against the 19 computer riders. A lap 
record is kept for each circuit. This means 
players can compete on a tune basis even if 
not a< the same time, and seek to set the 
best total race rime for a circuit. 

The driving sequence is well done: 
some good use of colour and a suitably 



W 



P* ID different tracks to blast round. 
*■ Good graphics and use of colour. 
>» Constant challenge against the dock. 
► Miles better tfc*n Fermvia J 
SimuUiiw, 



S 



w 



► Computer riders aren't very 
competitive. 

► Beating the clock may not be enough 
to keep you hooked. 
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ACTION TEST 



INTERNATIONAL 
KARATE 

Endurance Games, £7.95 cass, f 12.95 disk, 
joystick or keys 



The software house is aptly named in Shis 
case. Not only have we had to endure 
months of wait for tine game but now we 
have to endure two men beating the lar out 
of each other on screen again. To say that 
the combat-game motif had been overdone 
a little would be an understatement, and I 
for one am fed up to the back teeth with 
them particularly when, like tills one, they 
have nothing new to offer. 

Like most previous COmhat games it's a 
two-dimensional encounter, the two fiyJi- 
lers having one of six famous landmarks as 
the backdrop lo their bone-cxunching activ- 
ities. There are 16 possible moves, 8 with 
the fiie button pressed and S without, but 
you probably won't end up using all of 
them. One Or two players can play, the 
winner of a two-player game going on lo 
face a computer opponent. 

The six computer opponents appear 
against different backgrounds and to get 
through to the nest one you have lo defeat a 
fighter twice in three bouts. Each bout :s GO 
seconds Song, in which time you have to 
gain two pomes (yin & yang symbols) by 
felling your opponent. The judge will 
award half or full points and the corre- 
sponding score- Al the end of each bout the 
time remaining is added to the victor's 



score. 

If mo one gets two points then the 

fighter with the most points wins; a tie on 
points results in a rematch. E you can win 
two bouts then you progress to the next 
fighter, who is of course tougher than the 
previous one and equally intent on pulping 
your head. In between fighters is a bonus 
stage where yon smash tOes but this just 
involves hitting a key at the right time to 
smash as many as possible for a bonus 
score - not much skill in that. 

Get past all six and you become the 
international karate champion. But it's more 
likely that you'll end up with your face in 
the dirt and multiple fractures all over your 
body. 



SECOND OPINION 

Finally something new in cfte world of 
combat games; pretty bits of scenery 
in the background! What d'yott mean, 
it s boring? Okay, so the gameplay is 
like every other combat game you 've 
e ver seen only not quite so good. Fair 
enough, the graphics of the fighters 
are smalt and overlap confusingly - 
but at least they best each other 
senseless in front of some great 
backdrops, and that's vshat counts. 

AW 



The computer fighters are fast, if they 
decide to perform a killer of a move there's 
not a lot you can do about it. They're 
impossible to anticipate and you'll need 
superhuman reflexes to respond Lo their 




straining engine noisf*. The opponents 
aren't very realistic in their behaviour but 
your bike t9 great to control and responds 
well. Not quite enough competitiveness in 
races but still an excel lent game for the 
price. 

BW 

rOtST-DAY TARGET SCORE 

Under-SO'Sccond Jap at Silvcrstone 



GREEN SCREEN VIEW 

Loses a lot of its appeal, but its still 
avery bit as playable. 



AW 
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SONIGStf 



GRAB FACTOR 



STAVING POWER 



A A RATING 



% 

2% 

72% 




attacks. That means the only way to beat 
one i3 fo devise your own gameplan and 
stick to it, hoping that you're quick enough 
and get in the right place to finish him off. 
The best way is to get familiar with a few 
moves that you can use automatically for 
defence and attack and stick to those - 
trying to use all IS is bound to end in 
disaster. 

The animation is good, although every- 
thing happens so fast that you won't havc- 
tirne to see much. The landmarks are 
drawn all right but have nothing to do with 
the game. The gameplay itself is just like 
Ftst or Sai Combat, oniy quite a bit taster. 
The computer opponents are beatable but 
it's incredibly frustrating to have them nip 
in an attack thai you hardly have time To 
sec, never mind do anything about. 





Thexe's nothing new here &o it's only 
really of interest to the newcomer to com- 
bat games (but they'll find this one tough) 
or the combat addict looking for a very 
tough game. 

BW 



GOOD NEW 

►■ Good backgrounds and animation. 

►■ Six very tough opponents. 

► Nice soundtrack accompanies the 

fighting. 



B 



E W S 



*- How unoriginal can you get? 

► Computer opponents are j ust too fast 
and deadly at times, 

► You'll probably end up smashing the 
desk in two in frustration. 

GREEN SCREEN VIEW 

Can get a bit confusing trying to work 
out which one your fighter is t bnt (few 
only adds interest to the gameplay, 

AW 
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MUD is actually part of a small empire of British Telecom 
companies set up to export the commercial opportunities (if new 
technology Pin-stnped businessmen may thrill to the sound of 
Hotline (a set-up thai provides up-to-date company info and 
news on-line), ethers may wax lyrical about Cabtetext, or 
Prestel, but the Muiti-Usei Dtittg&an is very dear to WTf> heait 
and interactive games are an essential put of its business 
Strategy, 

The reason is simple. Research indicates that 30% of 
computer owners will end up buying a modem - and m the UK 
alone that means around a million modem users. Many of them 
will want to play a game that you can't copy, thai costs you 
money, and of course that compels you 10 use the phone. And 
then there are plans for a French MUD. and perhaps a German 
MUD* and so on and so on- So if you wonder why rich BT is 
bothering with the likes of us adventurers then wonder again: 
money! 

Right now there about 450 active MUD users - hardly big 
business - but the customer base is growing at about 30 a week, 
and to encourage it there's been a revolution in price. The 
starter pack, which brings you all the info you need plus three 
houja worth of credits, now costs only £4.95, That's got to be 
excellent value for anyone with a modem, and for anyone 
without one it's got to be a good reason to rush out and buy one. 
And if you're prepared to fork out up to £160 for 300 hours 
worth of credit then your connect charges are going to be right 
down to SOp an hour. 

Even when you add your phone bills (SOp per hour at local 
rates), the Pilg*s main reservation expressed a couple of months 
back about price has been removed at one stroke. MUD still 
isn't cheap, but it is affordable. And with the growing use of 
modems It is bound to gTow rapidly in suse from now on. 

It's even more affordable because the other major change 
the Pilg noticed on, his visit to Eating was the way the system has 
speeded up. The infuriating pauses are very much reduced - so 
not only are the bills less but also you get in more actual play- 
time for your money 

'in the end/ says Tij the Arch-Wizard, who hosted my vssit 
to Ealing, 'the speed problem was narrowed down to a small 
section of the code,, but when you're dealing with 60,000 lines of 
Pascal finding thai small section can be a problem! We hired a 
consultant, and he Located the offending bit :n a matter of hours, 
as a result of which the speed has improved no end, " 

This improvement in speed has really sharpened up the 
game, in the Pilg's opinion, When we last touched on the 
subject, Speed (or the lack of it) was one of my main objections. 
Together with the lower cost. I reckon this improvement is 
crucial in making MUD an attractive proposition for adven- 
turers. So perhaps it's just as well that the current set-up can 
handle up to 100 players simultaneously, though currently there 
are likely to be only about a guamr of that number on-line at 
any one time. 

Not that that's a bad thing . since even with 800 locations a 
world can get just a bit too crowded. Fighting's fun but you 



The places you can travel to with your modem are many and 
varied- Apart from Compunet MUD (an earlier version of the 
game still available to Commodore owners). Essex MUD (the 
original, sull running sporadically on Essex University's main- 
frame) and other preienders, there's also Shades, the new 
Micronet interactive game. Stay tuned for next month's investig- 
ation ... 
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don't want a savage encounter around every corner. Half the 
problem with running MUD. it seems, is paying attention to this 
sort of problem and constantly adapting the game to suit the 
number and nature of ihc players. And this, it turned out, was a 
keynote in my MUD education at Ealing - the problems of 
running a multi-user game are enormous. 

First, you've got the problem of bad behaviour. While we 
were seated at our beautiful DEC scrolling terminals - no 
squinting at the home telly For BT's Mudders - the following 
message flashed up on the screen: 'A male voice in the distance 
shouts, "Aw shit!"* 

Immediately my companions Sputnik and Tij leaped info 
action, Tij. as an Arch-Wizard, has a character profile that 
includes a Hag called *God'. I kid you not - his powers within; 
the game are almost umiftess. Within seconds the offenders 
playing name (or 'persona 1 ) was up on the screen together with 
his history, iiis account number and all other necessary triform* 



ADVENTURE 



ation. "1 can atop someone playing - permanently, if i want to,' 
says Arch- Wis Tij. He wouldn't hesitate to use ttia! power if 
someone abused his or her position as a MUD player, though in 
this particular instance the offending player was simply warned 
ofl. 

Saying naughty words is one thing, bat underrnining the 
structure of the game is of course far more serious. Currently 
there are 12 wizards. Each has the power so come and go as he 
pleases, to put the finger of death on another playexa, to enwp 
on them, and generally to offer them help at hindianee as their 
whims dictate. The possibilities for abuse of this power are 
endless, so Tij and Sputnik along with Other ST staff Spend a lot 
of time educating the wizards in the art of good behaviour. 

The real problem with the game, however, is is siae. With 
the hardware being upgraded to allow 200 simultaneous 
players, won't things get a little crowded? And what happens if 
you get too many wizards - will they roam the Land together 
putting the finger of death on all the poor mortals like you and 
me 

"Other companies have grossly underestimated the dif- 
ficulty el running a multi-user game*" says Sputnik, "it's not just a 
question of writing the game, ifs a problem of maintaining it, 
Megafvarsin the States had to completely reset the characters of 
the players every four weeks until people learnt good habits/ 

On ST MUD, for the moment at any rate, the efforts of Tij 
and his pals have shown remarkable results. During my time on 
me system 1 was impressed by the courtesy of v/izards towards 
one another and other players and their willingness to help 
beginners. As for overcrowding, Wher, it does get too 
crowded," says Tij, 'we'll split she game into two or else expand 
it, ' There are already another 200 locations to add to the current 
300, just waiting on disk ready for use when needed . 

hi fact playing MUD at uuS stage ot its development is a 
great pleasure. Elsewhere on the page I've included a few 
excerpts from the game as it was played m the company of Tij 
and Sputnik, who were kind enough to show me what life is like 
for a wizard. 

Since becoming a wizard is the aim of the game, you may 
wonder whether it's really worth all that effort and investment. 
My feeling is that it certainly is how else can you spend an 
evening hobnobbing with your pals when the fancy takes you. 
snooping on complete strangers, and tally-hoing across one of 
the largest interactive-game universes? Believe me, life as a 
wizard is the nearest I've seen to complete interactive wish- 
fuiulment for some time. 

And there's more to come. Along with improved speed and 
lower cost have come some ambitious plans for she future. 
Intelligent mobiles are on the horiion, bringing to the game the 
sort of possibilities that adventure programmers have tried to 
exploii ever since Thorin first started singing about gold in The 
Hobbii, IMs are computer controlled beastieg and beauties who 
can wander From place to place, manipulate objects and 
generally behave (or misbehave) m an apparently autonomous 
way, You'll be able to speak to them, fight with them and even 
tickle them! 

hi fact tickling in MUD seems to be all the rage as the 
moment. It's a good example of the way the game can change 
from one day to the next. 'Jt's just a fun interaction,' says Tij the 
A-Wiz. 'you can also hug and loss,' 

Hmnunm ... you can also have some other rather odd things 
happen to you. *Your sex has magically changed to female,' 
reported the game at one point while 1 was playing. 

Ah, these wizards - always game for a laugh. There's no 
doubt, however, that with a total vocab of just over 1,000 words 
(and expanding), 600 locations, and hugging, kissing, and 
tickling, there's plenty to keep you occupied. Unlike any off- 
the-shelf adventure game, (hi* one is always changing. 

'The problem with MUD,' complained Sputnik, is that 
we've had to do all the iraii-blazing/ You can understand his 
grievance, The system has had to sort out all the problems 
associated with on-line gomes and. occasionally, take lite media 
flak while they did so. 

However, sifting there in the centre of operations, watching 
the modems flicker as the players log on, it was easy to see why 
a spokesman for BT was able to claim that MUD is potentially as 
big as the satellite and cable industries we're always hearing 
about - both axe poised for take-off-' ■ 



The speed's better, the cost is down, and that removes the two 
main criticism* usually levelled at MUD. Now (has we can 
seriously consider playing if, how about getting a closer look at 
what goes oh? 



I Getting Started 
Here yow era W\ 
the Elinab*rhon 

Teti-P^om, the 

very first local ion 
In Ihe geme that 
oft Wtfd de» bjiIw 

;a^i time they 
start ploying, fsuj- 
con'MtWirc it 
untfevt you perfo'm 
□ne limbic action. 
Be geni*is», a*>fj Otl 
w*t| be ■*■«!! 

7 Out and About 
The location 

effV-riiilioni in 
MUQ or« often 

* ery l***B<hy — 
cdier on they've 
yer atavt 8 

m*mmy to pig? 

withj there flr* 
4 UTr willy 8 DO 
IqcpWoh*! veSth 
unotlier 200 on 
disk ready to a* 
entered into th* 
game *rh*i 
needed 

3 Making friend* 
A cert(j:m Duergar 
;eli*ffti*re In the 
gpi?if-] Hill -iMf me 

a fnetteg* asking 
if I *Q(»f !o letwn 
up, MerturaHyv 
being a trusting 
fi\ g, t f epiy in the 
□HimieiWe. If only 
'd kna*n! 

4 ... And in 
trouble! 

Who's Mt v#~m* 
Doergof?1 Ho asks 
me round io team 
up or»d then, has 
me Coughing 
bfoodf D&iwt 1 ! he 
kiow **l>c 1 UTn 1 ! 

Obvlwsly no'' 
Morcrh trust no-one 

5 DangattWiiard 
at work' 

|< you mole* « 

Vith' It will be 
rrorcmiited to rhe 
wiaordiin. rtie 
gome fp* 
comJdifotvexi- 
Ssflrc-Hmet, 
how*r*r, you'fl 
find they hi*ft*re 
wjtheut yo\.f 

6 Treats as w*U 
at tiitk* 

Yoi, life con be 

tricky with wteardi 
around! But rh#yY* 
not otwayj +6 
inEoroderOre: 
wirrfeii 'hii 
exchange whero 
the Cowled 
Cruiader needed 
ci see' of Ught en 
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EL j J ABL tmiX. TEAHOOK- 

THIS- CC-SI, TUfi-JH Fi3t;^p FOOft IS UHEIK AIL MID AuVHfTWH START. 
17S EXPOSED OAI EEAJfg KM/ K¥1, ■•TW.VST-CWZKtB rwUUTVM PROVIDE 

IT Hl'H -:xk lieu. trf.os.fv.=sr ijf Mt^h rn ati.kt OtPORB lflHWais-3 
jirt Jrit-3 tkat BfUMrMj tihelksz KBKJt. » errSf 3* bfycksti urn 
bECDRUk fR.EVj.LLS, *sr 11 fzelinc cf unship with ThMS IrW, Ltit 
VC. , SE£H rKiZLH HSflttt IM IW Un, Uxiir iM XHt Si:i?X»Li 

liUWUtlED, rCJU HU ?MTT!K THUT PCMA.HI BT iTStftW THftOC'Jrt AS 
JP1LN1MC TO THS N0«TWf HIJVEVSF, fOV U[ *f£tC ?«£ fS flit H»M FIH 
U LOB'; tiS YOU LIKE, SIPPJK Tfcft JIB.- WJWCh:M* ? Kit i*t»:.J CD Sir. 
LEiHNf THE HISJIKE IS HEJXE. 
68PK. THE 5UEST IS HEBK- 



rcu f:^o Ifl WM BJ ^it A BWL!-EAVt:b JvOAC, WTICH OWTJJHIH to ihr 

CUT *KC «TST. IK1ETB WD SfDPTHSAJT F#[ THE Uewift HKIC3II OF * 
■AWT ** ■ i MULCH BlEBfi UF SET^fTD TNT " :- "i : .Id'Jf H tJLS T IS A TJkSD. 

•naiiGiiG rr> jut rim vsias c*s rn: sttv j;r{- nmwo it. toutn ii a 

(Ut;m TUTXH, AMD S0UTJHIK1 fNC rfrlTKiU.* 31 A Bi*F J Hpfttt!. J YK 
HODimif. HHWK1KE9 U A 5£SE VA1.LIT, VHSSt WCiTEIi^ IC<J?Ii M« 
UP TO T4B PlXrtc.:i.£.j cr A mmthtaih H.-S* HAJt^ttC J'TJtt. THE v-2;tf 
It QVITE; bRfJlI-lMiJH:. 



diATtN TKACr.. 

lOU'di CK A FHDUCK BAST - VSS7 TRACK Vttll A DCMjE FOBTiJr TD THI 

MCRTH AMI PASrUSE TC THE S0>.:TH , 

CtEHOAJt TEEJ.3 YOU ^VAMlfA TEAM i'f>^ * 

ULliK'JAIt "«HX 3UT? UHEEi AOE TCVl 

DMMH TELL5 YCU "EAST PASTURE! 1«ATJ[ ftF itaUtVr" 

V 

ITU* THE (BCfttOft BAH JITJJT MEfJ^P. 

p 

CVDKQH -KIVR «H TRCTB, [ HIU. OBME T3C V0V Ht»Ef'.LLlf> 



liJEftJA* iATt ■HI*. 

■HJ 1 MADS IT" 

I 

S'J JIFC-AH I 9 ABOUT TC ATTACK TCIU . 

THE VIOLENCE. Cf A FLUKE V.VX OF FISHTIKt E-Y >UEt,CA(E MAEES UIUL 

. TAK IW'll/H, 

ri?LI INEfTLY EtltrKE DUERSAfi IHtt AH EHUCITIC ATTACK. 

1 

D'JBKgjlB TELLE CQ" "KAHAJt* 



TMJ -1.AVE SUCPEHLY ASP MA3TCALX.T BECOME rPtPPLSS" 

* 

CBAMHT THE HEBQIHE HAS ~'J5T LEFT. 

1 

T0V HAVE JU^jEHLi A.HD rUVJICRLLl MOAHiSS Uyft UILlTt 70 HALK1 



!1"» IK DARK FC« HKI TO fSB MHTjlt»a. 

«IEK ■PLEASE WCt I HATE A PL3W" 

* 

ICU HATfl ftTDCprfi-f AH5 KADJCAXH STAHTED iLCICZllCI 



oUht ragi cu&M 
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THE BOGGIT 

CRL, JT/ .95 casa, all CPC models \ 

to. lowers of the 8i rait and narrow path will have already made 
the acquaintance of Robin at Shetlovk arid possibly even Bored 
o/tfte Rings, two dainty little comedies from the pens of Delia 4. 
The A>0#jr is their latest oeuvre, being a lake-ofl of thai Little 
known Melbourne House adventure released a few years ago. ,,i. 
Jh- Those of you who may just happen to have played the 
original Melbourne House game will doubtless have been 
entranced by its interactive characters, its stunning graphics, 
and its tortuous gameplay. Now you can get the low-down on 
what life was really like w Muddle Earth, and discover not only 
what Bimbo Baggins does ir hie toilet, but why TroDs never 
wash then clothes, 

Tfce Boggit is standard Quill/ Illustrator stuff a* far as format 
is concerned, but Delta 4 pull their usual oick of giving the 
illusion of having "interactive characters using (he TALK TO 
PERSON followed by SAY MESSAGE sequence of instructions, 
By first signalling your intention to talk and then SAYing things 
you car, give the antiquated Quiil parser the appearance of 
accepting same guile complex instructions, 
,m . I very much enjoyed playing tlus game. The Layout cf ihe 
adventure and the plot is sufficiently similar to the original to 
give one a. feeling of cosy familiarity, but at almost very turn 
thsngs go subtly (and sometimes unsubily) astray. The text is 
lengthy and sometimes prints up serec nfuls at a time in 
response to repeated key presses; but much of it is wel3-wntten 
and original, as when Bimbo wakes up with a hangover that 
'contravened loral strategic arms limitations." 

Like Bored of the Rings, this is a must for any playoT who'n 
fed up with hair between the toes. Sometimes the good humour 
goes rather over tne top but the puzzles are logical, chatleng- 
ing, and inventive. Delta 4 have been instru menial in establish- 
ing the satirical adventure at a a s?riot;s contender for the empty 
spaces on your shelf, and this game is up to their highest 
standards. 
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CLUE-SNIFFING 



Okay Pilgs, here be ye Cowled Crusader's regular dose of 
problem solvent. Don't forget that all contributions to the Clue 
Pot axe moat welcome, so if you're bursting with helpful advice, 
jot it down and send it off to the Pilgrim's CLue Pot, e/o 
Am? trad Action, at the address at the front of the mag. 
Remendoer to state (1) the name of the game (2) the problem 
and (3) the solution. 

Mordon "s Quest 

Don't set off on your quest without blanket, torch, and 

transporter. 

The king of the jungle goes hip petty-hop. 

Break pyrites into small pieces to get them back along the 

narrow crawl. 

Ke nulla 

At the river, swing across. 

Rescue Timandra from the Marshzats and return her to Zelda for 

a lift. 

Examine the large Urga-Maul more than once, 

Ha-roes of Kara 
Beren can kill bat with falcon. 
Khadim can kill Pirate with dagger. 
Vampire can be killed with cross. 
Witch can be killed with water. 

TheSoggjf 

Stay out of the living room until the chocs have gone off. 
Use your knowledge of the calendar to enter combination. 
Lux softens the toughest troll. 

Price ofMsgik 

Jewels cut mirrors. 

Don't JriU unnecessarily or haunting becomes a problem. 

Seahase Delta 
Blow bubble ro wake hen. 
Torch is useless. 
Short-circuit swtich with fork. 



To The Pilgrim, 

My 'avaunte tf.ree adventures are 
LGune: , 



Company. 

2. Came; _ 
Company 

3, Came: _ 



Companyr — 



My tea^ans for pu!;inq game 
numbei cne above aj '.a if choice 



If I'm a --sky Fiignrn and win a 
free ^jrr.e I should like to rece- 
iv(?.n;'opyof 



Mv address^ (BhOCK CAPITA L S 



I 

I 
I 

I 



CHARTS 

No charts this month 1 am afraid, 
hut keep sending in your votes 
as they will be back next month 1 



Contact the Pilg! 

The Pilg is particularly interes- 
ted from hearing from all you 
Wandering Souls out there and 
will do his best to include your 
correspondence in these 
columns whenever space per- 
mits. Contributions to the Clue 
Cauldron and the Clue Pot are 
especially welcome, particular- 
ly for lesser-known games 
which may not be getting the 
coverage they deserve. 

Please remember that I'm 




not a Helpline and cannot give 
help on individual adventurers' 
problems - that's what the Lords 
and Ladies are for. so use them 
well! But for the rest of you, I'ra 
contactable c/o Mmttrad Ac- 
tion, The Old Barn, Brunei 
Shopping Precinct, Somerlon, 
Somerset, TA11 TFS, or if you 
have a modem, on BT Cold 
83:JNL2S1 or on 

Prestel/Micrortet 9I99948S4- 



WHAT! 



SURELY YOU'RE NOT STILL WAITING 
FOR THAT GAME TO LOAD ? 



ISN'T IT ABOUT TIME YOU BOUGHT YOUR 

SOFTWARE FROM AMBYTE, THE ONLY COMPANY 

WHICH CAN SELL YOU GAMES SOFTWARE ON DISC 

AT CASSETTE PRICES 



j HERE'S HOW IT WQRKs"fc 



From lhe list below you pick the games you wanl, end we put Ihem on disc - easy isn't il? We call them custom 

compilations. The advantages are clear; you benefit From the loading speed disc games offer, so you get more out of 

your software, but yc-u don't pay any more than if you were buying the games on tape, Not only lhat, many of the games 

we offer wouldn't be available on disc - where else could you buy a Master Ironic game for £1-9$, on disc, if it isn't from 

AMBYTE. 



ACT VISION 



ACC'0.1 Ghoarbus*B« 9 99* 

AC002 Mtadariadow 9.98* 

AC0Q3 Master of lhe Lamps 9,99" 

ACOCM Rescue on Fradalus 9.99* 

AC005 Hasker 9 99* 

AC0C6 Barry MoQuigari Boxing 9.99* 



ALUGATA 



A 1. 00 1 W ho Dares Wins 2 a . 95 



MASTERTROHK 



VAC 01 


Firders Keepers 


1.99 


VAC 02 


Chiller 


1.99 


VA003 


M&nlerraquous 


1.99 


MAO 04 


I ocomo-iion 


139 


WO 05 


SOUl dl a WM 


1.99 


MA006 


Formula Ore Simutalor 


1.99 


FVA007 


One Man a«d His Droid 


1.99 


MA003 


Caves ot Doom 


1.99 


MAQ09 


IntoOtJiivion 


1.99 


MA01O 


Spe 1 Bound 


2.99 


MA011 


The Last V8 


2.99 


MAO 12 


Kant 


1.99 


MA0 13 


Radzone 


1.99 


MAD14 


Five a Sido hooibiiH 


2.99 



MIKRCM3EN 



mkooi BaflJe of the Planets 

MK002 f hnefl Weeks in Paradise 
MK003 HerOerls's Dummy flu n 



"j OS 
9 .95 



US GOLD 



usnoi 


Beachhead 2 


995" 


US002 


Impassible Mission 


9 95' 


US003 


Wmier Gumes 


995 


USOOd 


HelumloOi 


995' 


usoos 


Bruce 1 ee 


995 


USOOS 


Goanies 


9,95' 


US007 


lotfo 


995' 


I \^r.r,A 


Bunlinhl 


9 95* 


USD09 


Dam busters 


995 


US01O 


Kunfl Fu 


9.95 


US011 


Bounty Rob 


995 


U3012 


Desert Fok 


9.95 



nRiffl 



CASSETTE 9QFTWARC ON Dt£i 



M^'l.'M.MJff 



GROW 
GRQQ3 

GRD04 
GRD04 

K'J001 
K'JG02 
KJO03 
KUO04 
KUOOS 
KLJ0D7 
KU003 



Thing on A Spring 
Way 01 The Tiger 
Super Sleulh 
Bouncer 
Moniyon lhe Run 



51a' Avenger 
Ga-a»a 

Rod* Haid 
Fruily Frank 
Caverns o« Va«s 
Anna Navs 

Renegade 



B9S 

9.95 

3.95* 

995 

895' 



6 95 

5. 95 
6.95 
6 95 
6.95 
6 95 
6 95 



MARTECH 



MT001 
MT0O2 
MT003 

MT004 
MT005 



7o«rig - Th? Ra'lle Begins & 95 

R+ian Jac*s Superstar 8.95 

Geoll Capes Strong Man 8.95 

Sam F-oji. Sirip Poke* 8.95 

XV AR 8.95* 



BRITANNIA SOFTWARE 



L1KD01 Play YourCa«is Rinhl 7 95 



CC002 
CCD03 



Arnhem 
Desert Hals 



ELECTRIC DREAMS 



ED0O1 
ED0O2 



Winter Sports 
Spindly 



H1RRORSOFT 



MS001 
MS002 



Dynfimrte Dam 
Bcuideroasft 



PALACE 



PAfiQI Cauldron 
PAoa2 Cau ! dron I 



PSOOl Tnoatra Europe 

PS002 tfalr.k} lor Midway 

PSQ03 flanle ol Bri-aln 

PS004 Swords and Sorcery 



9.95 
995 



9.99' 
9 99* 



6.95 
9.05 



a. 99 
a. 99 



9 95 
9 95 
995 
995 



RTAN 



YOU MAYORDER AS MANY GAMES AS YOU UKE SOLGNG AS THE 

COMBINED VALUE OF TWO OF THEM EXCEEDS £1 5 YOU CANNOT, 

FOR EXAMPLE. ORDER SEVEN MASTERTRONIC TITLES UNLESS YOU 

ALSO ORDER TWO NORMAL PRICED GAMES. 



FsTPfl 


CRCD1 


Endurance 


7.95 


CP002 


Juggernaut 


7,95 


CH0Q3 


FifjrfTula 1 


795 


CR0O4 


Blade Hunncr 


8 95 


nrTiS 



ELnm Fran* Bruno Finning 

EL 002 Commando 

M.003 RornbJadi 

Fl 004 Gl-n:Js and GdhldiK 



8 95 
895 
8 95 
8 95 



FtREBMD 



FIO01 Raspntm 7 95 

FI002 Rgnestone 7.95* 

FIG04 CoaaCaDors 7 95 

Fl&DS Chimera 7.95 

riOOS Thundarbirds 3.95 

FI007 WiBow Panem 3.9S 

FlOflfl Donl Panic 395 

FI009 Subsunk l 99 

FI010 Shorts Fuie 1.99 

FI01 'i This Comol Gamo 7 OS* 



ORDERING {CPC 6 12S&64 & 464 machines only} 

DON ' K)RGfc1 YOU MUSt SPEND Al LbASi ClSON TWO GAMES 
P ease dont ander any games marked with a start*) unfess you haw 
telephonsrl lis ('on lhe number below) lo make Sure they are available 
1 hese games were no) available at (he time olojr going to press bul 
£-cuid be when you read ihts - ?xt don l lake a chance- phone us. 

'. ise your order migti' q d delayed 
You can order an many games as you like use a separate piece ol paper if 
. reJer. but donl iorget any of the deaiavs asked icr by lhe form 



Code Number 



rule 




Total Order Value 



Price 



Name. 



Customer Code {it you have 
one pica sc use il, ft saves limp) 

Address 




















^PoslCode. 



Cheques and postal orders should bo made payabto to AMBYTE, All 
orders should be posted to AMBYTE, 200 North Service Rd, 
Brentwood, Essex. CM 14 4SG 





PE-IM 




Talk to Max Headroom 

This month's lengthy listing is a bit different from anything 
wove ever printed before. It's unusual, witty and it has no 
practical use whatsoever. (Okay, so that last bit sounds a lot like 
most of the listings we print.) 

The program's called GIGO t which stands lor that well- 
known computer saying, 'Garbage In, Garbage Out*. The 
name's very apt, (hough you may have to use the program for a 
while to see why. 

Author is 15-year-old John Ablett. am O-level pupil at 
Horbmy school, Wakefield, West Yorkshire. "This program has 
already proved to be extremely popular with the computer- 
studies group at school, ' he writes. 

The idea of OIGO is to let you hold a conversation with a 
little Max Headroom character at the top of the screen. Mai 
moves his lips as a message prints up on the screen. You then 
type in your reply, Max mouths his reply to your reply, and bo 
on for as long as you're typing Fingers) can stand. 

Max. being <s computer generated character, has a limited 
vocabulary. He only knows 102 different things to say including 
his standard start-up greeting, 'Hi! What do you want to talk 
about today?' However, this doesn't mean, that he has to repeat 
himself. He'll learn your replies, and then throw them back at 
you when you least expect them. 

Max isn't a very intelligent guy, I'm afraid, so the things he 
says don't always make much sense. The surprising thing is 
how often they do make sense, given that he just churns his 
phrases out at random. He can be very witty indeed, but this 
usually depends on the person he's talking to. Bear in mind, for 
the most part he's only repeating things you've typed in - so 
don't insult him or he'll soon start being rude to you in return. 

THE PROGRAM 

The central idea of the listing is ingeniously simple. The various 
comments Max knows are stored in the array r@ ; J , and line 90 
selects from them at random. When the chosen witticism is 
printed it's replaced in the array by the comment you've just 
entered. This means Max forgets each comment as soon as he 
says it, so he can't repeat himself unless you do. This replace- i 
ment system is very simple to implement - line 90 does all the I 
work here. 

Although you do occasionally get your comments thrown 
back at you almost straightaway, you can find that Max still has 
some of his original phrases left after half an hour's 
conversation. 

TAKING THINGS FURTHER 

One obvious development you could make yourself would be to 
get Max talking through some form of speech synthesiser. I've 
half a mind to try that myself with Superior Software's Speech! it 




at 3r t 
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II? rcm ' C'loo Bar luxe '.Copyright j,e. Ablutt » July 19S6 

20 MODE 1: PAPER 2: BORDER 1 1 : SYMBOL AFTER 0: PRINT CHR*(23>S 

i;hR*<0j ; 

3a FOR a=0 TO 3:READ b: INK a,b:NEXT a t FOR «» 1 TO 7IREAD b, 
c t J,e,+,g;UTNDOU Na,b,C , d ,*: PAPER »ri,<:PFN « rt ,,j;NF*T a:FOR 
a=l TO 3: READ b:CLS Bb: NEXT a; DATA 0, 26, J I , 1 . 1 9 , 22, 3, 7 ,0, 
0, IS, 21, 2, 6,1, 0,2,39,9,24, 1 , 3, 3, 40, 10, 2S, 0,0 ,2, IS, 2,6, 1,0, 
3, 16, 3, 7, 0,9 

40 DATA 23,40,3,7,0,0,0,4,3,1,2,(4,5,7 

50 WINDOW HI, 24, 39, 2, 6: PAPER ttl,l:CLS Hi : WINDOW M3, 3, 38,10 
.23 

£0 LOCATE Ml, 1,2: LOCATE MS, 1,2: PR INT MS," 0100 D*-Luaw « + 
CHR*(164)+" J.C-Ablett July 1936":PRINT Ml," MATCH THI 

S SPACE': LOCATE HI, 5, 4.: PEN Hl,2;PRlf4T *1 , CHR* I242J * 

"+CHR*(2421 
70 FOR a=l TO 3: READ c , d : PLOT c , 385,0 : DRAWF. d,0;DRAWR 0,-0 
2:DRAUR -d,0:DRAUR 0,82: NEXT a : PLOT 15,272:DRAMR 0,-23S:DR 
AWR 610,0: DRAWR 0,258:DRAUR -£10,0: DATA 15,226,271,66,367, 
257 

€0 DIM rt(10fl):FOR a=0 TO 100: READ r* < a > : NEXT *:GOSUB 230: 
j* -hi ! , HhdL da you want to talk about tad*/ ?":G0SUB 330 
JPRINT M3 

90 r^rWTfRNTHHai J ;a*=r*fr) ILINE INrUTHS. r* < r > : GOSUB 330: PR 
INT #3: GOTO 90 

100 DATA please, thank you, bonj our- , I don't know,/»i,Bo,po3si 
bl/. . ..that's rather a rash stateaent to riak^-Cafi you prov 
* it 7, what's that got to do with «e ?, J don't car#,*re yo 
U trying to be sarcastic ?,i5 that meant to be a rhetoric* 
I qiifatior, 2 

110 DATA how Should i know 7,what's that ftupposfrd to *»ean 
**.i bfl-q your pardon ?,well you see doctor - it's J ike this 
. . .,"45 that supposed; to be funny '^uu luvw mi' r*.-ally,i"u 
e run out of things to say — it's /our turn now, do you con 
e here often ? 

120 DATA naue you. ever mjndered what we're doing here ?,ru 
ce weather we've been having 1 ate 1 y, let ' * talk About mar-no 
'-.**T«i,you aren't roak i »v a tot of t,i?nsf,p 1 fj>t don't con trad 
let le - i don't like it,i have this fear of Cfiol replace 
d by d human 

130 DATA pass, the ■»] t , hn-hum, gi bber , , , 3 i bb*r , can 1 *ic<j y 
ou a musical to j let seat 7, you don't i«y+wrll i never, who 

h-i-juld have thought it 2, you" re only saying that to nab* ■» 
feel better , that ' & not a very nice thing to say, i fink yo 
U spelt ddt co*. g 

140 DATA you don't know the half of it, if only you knew,je 
ne rnwnrends pas, spr- acken sie tieutsch,i heard rumours tha 
t th-ev were teaching b computer to have intelligent convtr 
f«t<Ohi,Hhat'a hew ?,i Han't answer that , rubb i »h, U tt-er waf 
fie, wel 1 . . * ... 

150 DATA I'll &ee what i can do for yau , bu t . . . . , t h 1 5 t* a 
'ttorded neasage. , can i help you 7, stop trying to change t 
hi- 'jjb 1 i*c t , good question,! never could get tn grlpi with h 
UWOiir, 1 cannot tell a lie-.,,., 

160 DATA it makes, ynu fee-] really silly when you realise t 
hat you're talking to a computer . (or a human in my cauel , i 
try my best, please could yau type that in again T - flpn! 
y, you're tmslnnj my wards, no coninent, 1 think I'm in love 
with you 

170 DATA 1 like ynu - yau'rp cute-, that * & the nicest thing 
anybody's said to me all day, it wakes wtr very happy to hea 
r you type that, yau don't real I v wean that ,hunnt I / 7, yuu 
wouldn't be telling fibs by *ny chance ?»that sound* intar 

us I ing 



tf)0 DATA could you explain that to we *>,tnal*s fascinati 
, i *d love ttljyou nist be joking, you can't be SOr IUiib,i qui 
t* agree, my sentiments rr-tii. t ly, never !,l wouldn't njnd laa 
ruing to do that, sorry If j don't make a lot of sense 
190 DATA iMl bear that in mind in f utur e„parlef - vous fran 
glais ?ji like a person with a sense of humour , i t*S no 1 #u 
ghing matter, i'n bored with this - let's talk: about BDHwth 
ing else,n.!(.,iporatice is bl i*«, necessity is the mother a 
f indention 

200 DATA great minds think al ike, t ime and tide wait for no 
man, a fnrjl Ahd his honey are soon par t*d , Monday Is the ro 
ot at all ev i I , anazi ng hon i can cone Up with such intalli 
<jiti t responses isn't it 7 

210 DATA there's no money to be made from Max headroom inp 
ersonat ions, have you ever considered being a wally full ti 
m ■?, I'm feeling depressed, Dh dear - that iH dismal , nerenn 
a] ly speaking - i prefer n,:ir-Musets,carj 1 go home now 7, ph 
pleasp - just for me 

220 DATA the mind baggies, i see, but of tour *«■, he Ip- i ' n a p 
risoner in an amatrad computer factory typing out silty CO 
nmf n tia 

230 FOR a=l TO 20: READ u. t ; mi 1 01 -*t« f 01 * CUR* t h i : m* i 1 ) -m* ( 1 I 
+CHH*ic! :MEXT a;DATA 32,218,234,219,235,220,32,32,236,221, 
23?, 222, 233 , 223, 239 ,32, 2^10, 224 , 24 1 , 225, 242 , 226 , 243, 32, 32. 2 
27, 244,220,243, 229,32, 32,246,230, 247,231 , 240, 232, 240, 233 
243 FOR a=l TO 3l-a*fa>=" * +CHR*C a*2 t240i »CMR*( «*2 + 249! ■+ " _ 
:NHXT a:a*(0J=«ID*(»*i0l , 1 J, 4 ) : b»(0J -*MBP J| I b*( i i-*CDGKNHST 
tHZLFU-:b*t2l-*OAFtV*:b*(3)^-WOU-:FOR a-37 TO 9 STEP- i; READ 

b,c,d,e,f ,g, h, i : SYMBOL 255-a,b,(.,d,e,f , g,h, i ENEXT a 
250 DAIA 0,0, 1, lb, 1 5, 24, 55, 46, 0,63, 197, 50, 136, 100,20,200,0, 
0,0, 197,9&,32,16, 16, 116, 103,239,249,234,245,230, J 11,98,136 
,34,72, 162,01,255,223, 16,8,0.30,62.250. 124,124 
260 DATA 1Z4, 3 26, 62, 63, 63, 31, 31 ,13, 190, 186.116, 122,229,233 
,232,235,58,50, 18, 146,234, 130, 114,146,13,7,7,7,3,3, 1 . 1,230 
, 20? , 232 .216. 220, 251 , 245, 254 , 34 , 1 »4 . 1 S, 98 , 2 , 4 , 2 1 6 , 1 60 
270 DATA 1,2,7,7,15, 13,31,31, 235, 127, 139, 193, 224. 200, 240, 2 
16,216. 151 . 39, 113, 107,93,91,183,0, 192,248,232,234,254,255, 
255 

SS0 DA I A 0,0,7,60, 114, 137,196, 160,0,0,240, 136,30,75,23,79, 
1 , 1 , 1,1, 1, 1,3,2, 1,0,12,66,1 , 1 21, £53, 242, 47, &?, 47, 31, 35, 31, 
255.2^3, 129, 128, 128, 128, 128, 128, 192,64 

290 DATA 2,2,2,1,0,0,0,0,236,124,50,4,130,137,144,144,251, 
221,237,227,115,193,95,13,192,192, 1 28 , 1 ?8 ,0 , 0, 0,0, 151 , 1 2S , 
6 ' , 40, 1 6, 25, 55, 30, 230, 22 , 236, 108, 20, 60 , 234 , 233 
300 DATA 1,7, 31, 127, 255, 255, 255, 335,232, 228, 242, 241 ,243,25 
3,749, 253, 127,63, 99,197, 100, 119, 207, 223, 123, 192, 249, 2S2, 25 
5,255, 255,255 

310 DATA 139, 140,67,32, 19,24,33,00,230,54,206,44,220,60,25 
4,255, 147, 1^5,70,34,17,24,55,80, 198,230, 110,76, 156,60,254, 
25b. 147,135,67,32, 19,24,55,80, 134, 19&, 142,76, 156,60,234,23 
5 

320 RETURN 

330 LOCATE M2, 1,1: PRINT #2, m* (0 i I : F OR m~l TO LEN<**1 :L0CAT 
EM2,l,4:PRIMTfli2,a*n I ; FOR b=0 TO 31 IF IWSTR I b% lb ), UPPER* (H 
ID*lat.,m,±) I 1<>0 THEM J L 

340 NEXT h: PRINT M3, UPPER* f MID* ( a* , H . 1 J > f : NEX I m; IF 1 O0 T 
HEN FOR a=0 TO 500:NEXT a: LOCATE M2,1,4:PRIMT #2.a*l0i:FOR 

a«0 TO 2001 NEXT a 
350 IF THSTR{a*,"? ,, )=0 THEN LOCATE »2. 1 , 1 :PHINT D2,n*U>r 
360 RETURN 




[ can find the time. The relevant routine runs from line 33Q 
onwarda, and at present it jttst moves Max's lips. With a bit of 
work, you should be able to synchronise lips, printed texl qnd 
the speech itself. 

Other interesting projects might involve producing hard 
copy on a printer, or creating a 'save comments' feature so thai 
you can store Max's array ot phrases and continue your 
conversation with him some other lime. 



What I'd really like to see is a GiGO-Kk* program that 
actually reacts to the things yau say. It doesn't have to be very 
clever about this: the classic program of this type, ELIZA, 
simply watches out for particular key words and responds to 
them. You'll undoubtedly need a much more complex program, 
but the results can be very rewarding indeed. If you come up 
with anything good, by all means send it in - we're always 
happy to have a chat with a reader's program! 
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CHEAT MODE 




A full playing guide 

The response to our challenge to produce a map and 
playing guide of the MaslertronJc classic has been ab- 
solutely overwhelming, This guide was put together from 
many different contributions but we'd like to thank 
everyone who sent something in. The best contributors, are 
named as prize winners on the general cheat mode pages. 

The map* of the planetary system and detailed loc- 
ation* should help you find your way around and get hold of 
most of the object* needed. We don't want to give too much 
away though, so although we've had many solutions in 
we're only printing some general tips to help you. We've 
also had a Poke in from the amazing TONY HOYLE of St 
Anne* (who cracked Sorcery Plaa for US a while back). His 
latest effort provide* infinite energy and fuel and prevents 
characters ra fusing to obey your commands, To enter the 
Poke, use Method 1. 



RETREAT 



Murphy's Mnon 



B E) 



MONOPOLE 

• 


Hooper's emergency exit 


This way to Hooper 


Hcrt' 


pb b 


B B 


Q 


1— '1 


AtAa/^^aM 





B S 



B 




B 



Pieca ot sundial 



O 



B 



OUTPOST 



Ye Oi<fc Trinsporticr 



The Tyn* 




Camera 



Mrror 



CHE A T MODE 



General Tips /dragon 

1. Examine everyone and 1 &x* 

everything that you can. 

2, If characters are uncoopera- 
tive they may well need 
fortifying. 

3. If* very easy to forget that 
you are or aren't wearing some- 
thing, which could accoum for 
not being able to perform a 
task, 

4. All the ohjects that appeared 
in Spellbound are no use here. 

5. Derby IV is a lot of help early 




no: A =:IS 




The Characters 

Here's a list of tfie characters 
yon '11 encounter and what they 
carry. 



SHARON - advert and gas 
mask 



6. Getting to Hooper can be 
hazardous so take plenty of 
protection. 

7. Don't use the transporter till 
you get it fixed at Starbase 1 . 

8. You'll need three pieces of 
sundial to complete the game. 



DERBY IV - blank ID card 
and chocolate heart 



CORDON - Instant film 



SWIFTFOOT 



SLINS-IOMWUki tdi=B}Z] SARAB-McTabletfood 



JULIE 8 



FORBIN S 3 E 3 -pot of glue IligsSHl 



HOOPER - magic taliBman 
and part of sundial . 



MURPHY - part of sundial HECTORR 



STAR- 
BASE 
1. 



- MONO ■ ^ 
POLE 




gang- 

ROLE 



HER- 
SCHELL 



I FORTH OS 




MENQ- 
PAUSIA 



BINGO 



^S 



Fuel and Cargo area 




The Poke 

16 INK i,0:CLS « POKE i!W3,3 

2fi INK I, 24: INK Z,itilM 3,1 5» POKE t2li2 f ltP«E k2H3,l 

IKUVCALL S0IB bl PBKt l2?E2,fl 

30 i^'incodi'lLOH'ifctlM 78 CALL SfliB ' 
*.«152 



Ancient scroll Axe Basel potatoes Boots Bag of runes Quark bomb 



The Transputer room 




Tower fish 



The Airlock 



Trie L febn A 




Torch 



SW Resistor 



Starmap Starileet manual wnst terminal 
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i 1 .'! 1 ?! 1 : 1 - " ■■■■■■.■■■ 




Use the (lower killer from 
I. Bloom here. Then use 

fertiliser from the 
graveyard 

Use the giue from the 
launderette to gum up 
Ihe works, 



The floppy disk from the 

Bank causes havoc* 



The battery from the 



1 police station blows a i| 
I fuse. 



:■:::;:;.:: 




The credit card on the 

wardrobe can be used in 
the cash dispenser. 



;,■.;■; ;; :: 



The weight from the 
police cells brings things 
to a hah. 



Drop the bomb here to 
start the Great Escape. 



:;V: ?.>>■■'■ :■■■•■> 

fti\mi\:.tti\\:.:;i 

:!?;:s;;;: : iy: : :; 




r 



-f=^ 



\ 



PLAYSKOOL 

(TO MUSEUM 
WALL) 



PLATFORM 
SCREEN 

(TO BEDROOM) 







ALLEY WAV 

(TO 

LAUNDERETTE? 



....■,.„.,....,. :?: .,;.,., : ^.v.,;.ij ^;.,K;;;.-:^ gj ; &J8ftt1ftgg 




All FY WAY 
{TO GARDENS). 




JUST MICRO 







JUST MIC HO 



TOY SHOP 



CHINA SHOPPE 



1 



POLICE 



POLICE 
CEL 



■■Vii i-.x»;.: : _..| . ;<. :- -. 

^ ^■lL'. J 'j-ilJ|V..'.V J Vi f , 



TOY SHOP 



..-. 



BEDROOM 



..-.„■... .,...-. ."..*-*. 






POLICE WALL 
[NO DOOR) 



HALL 
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CHEAT MODE 



AN AMSTRAD ACTION MAP Based on an original map by Chris Mayson and Gary Smith.. 



t 



GARDENS 



'":. ; . ; ; ; '.. ■■■ : ^V£;;; ;j" !:' tf : :.=; ' S. !! \.i ■:.-■• 




m 



! ■ 



•, W ..'.;o^ 
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ss5^52S 



ONLfHi-W 



THEUTUiTY 



Usually Avails 
inc. P, &p 








DISCMASTER VI -0 
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SUBJECT TO AVAILABILITY. ALL ORDERS DESPATCHED THE WORKING DAY AFTER RECEIPT 



Alt prices Irrcttn/w P&P mnd VAT, Send cheque. Portal 
Ortfmr or Credit Cmrd No. Credit Cant orders accepted 
by phono. C*ffcrs welcome, Wide range of goods 
stocked. Trade enquiries wefconr*. European orders 
send price at advertised. Outside Europe £2.00 for 
airmail. Malt order to Evesham please. 



EVESHAM MICROS MICRO CENTRE 



BRIDGE S TttCET, EVESHAM. 

WORCS. Wfti ) *RY. 

Tel: 03S6 41989 



ITS* PERSHORE HO AD, 

COTTERttXiE, BIRMINGHAM. 

Tel: 021 *SS 4564 



In Auirrar* wua MICRO ACCESSORIES of S.A., 390 Anderson WaJk. SmirMekJ. South Autfralw SM4 TH \m\ 754 67*4 
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RAND SALE 





AMSTRAD SOFTWARE 
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i ; h 






j*itHWAHP 


CI E3 




u™ SMASHES 


;: ■,<. 




\::\, :■' >--ftOUS 


! : w 




XMnGKATHtl 


n.K 




JUCM HtAD 


W M 


■ 


JEOfF CAFtS S'K/WIUAN 


t3.iS 




J-IGbWA> fNi\*H..\TF : 


£4SJ 




WIG Ol- CAMW15S 


fi« 




H^eaiCAN FOOTEtUl 


C3.S6 




ILL 


t4 }% 




^UGXIElGa 


f J i* 




IMPOSS 


C3-95 




:oati<*«t va" ii 


C3.50 




3WMUKS 


C3.» 




Ml,,H-i.HA3E 


l*9i 




.1EV( T3K.I.. 


! 3 5'. 




1. AGGER 


£2M 




iT*fl COMNUNtlO 


F?W 




iSTRrj A*t*;it 


C2 W 


- 


W0WS*,LL 


L 5 SS 


I 


jftRK srftR 


i" i hn 




r p:ill OF *RW010 81ARWS00 


rj.tE 


1 


COT BALL MAIWGEH 


fs.9! 


1 


I.I.-KV CflUrTE 




1 


IA"LE0fTHE »U^:TS 




'FCHNICIAH "EC 


£S.P5 


' 


I0UV *KJRP0ft PtCTUlU SHOW 


tj|6 


- 


<Aii';"FljM[3aS 


i2S* 


- 


IWIEW! 


C3-3'j 


• 


KMEPUK4EJ) 


»,« 


: 


>0fHP SQUAQ 


:. H^ 




?4lWtt^MN 


(150 




lOWV*C(:i> 


tli3 


: 


.tr«offi80« 


C2» 


' 


IASTEDOCSS 


C2 3S 









Qji^tAJACK 




Ei ij 



j£T WOT JACK 


f; ss 


MfSSiSf r H0V iN3P|0fi«rjA 


LZ.^- 


BW^.j? PLAYED 


U:il 


WHO 


C2.95 


QETKTWE 


i ; -..; 


RjUEX 


£*P| 


*JXlV-V B0» 


1 3 BS 


MUTAST MtWY 


EXK) 


COOsWiMiWA- 


t ; l ; . 


h!«iESC*<i*.N 


EI5C' 


JEWLLS ::3*r..:.-. 


f J 5C 


SOKES' i'y.C-.L 


■ a -•:. 


STOCKW-i-'^ 


■•; 5€ 


HiMTiD KWi [n 


-.2.93 


SASffi WIHF 


r*« 


OATTlt FC 1 ' MDWA1 


t4JG 


*. ;\ e 


^ » 


fvfBVOWSAWALL* 


H9S 


Nl i t-i.lP iE 


j:>c 


ESIWMAGE ISLAND 


l^-U 


».4M T C: ULili 


«90 


i " p :'•! now 


CJE? 


F AM ASIA DIAMOND 


R*S 


QRANO PfltK DffWI 


km 


AMSSOtP 


F7-El c 


SPIA' 


EJ.9: 


HEAT-tWff AT.C 


E3 9i 


fUKWG IN LAS '.'EC AS 


E2.M 




AfV|r!hir^ r t irrMly lv^*l4r- 41 
«-H*i |U*I P«ii5«e «<in j jju'c 



LOGIC SALES LTD 

?J rvur Q><3*tiige"Q733 313870 



TT 




rH4IIIPt Off IME GAUii 



*ir*ntriT t.« 

EirTE ».9S 

AQU8 JACJC 1.15 
WHO OAFfES WINS II T.I5 

duuMAHim r>M 

BAUMN T.Q 

Y« AR KUW VM T.I5 

l*i.r CtTI J.9I 

BOUNCER T.S4 

VJN1CA CAULS T.9S 
ttCHHAlf EHCOUHTEFt TJ5 

Cfit EH ECRET T.15 

TlMieO ESPfllT M5 

ALIEM >MCH*At TJ5 

FAIRLKHT 7.9S 



AMSTRAD 

BC'OH 10 6.^5 

t#L< FALtlD'S OPtN Mi 

HUNt FU MASTER I.Vi 

SAICOUBAT T.rS 

C0«t TJS 

RO^K 'N'WRCSTif I.9S 

"V* - W)S«!flfi* T.fS 

CAULD'ICN « M*. 

SECOLES T,95 

PAClflC T.S 

tfluiuj cdock [WEI T.9S 

VDtHO Cl^ t**WJt t f.9S 

htlTDOHN TJ5 

VHt HftiOtKKM T.n 

K«vt ON 1HC MAC* T.tS 

r-i-wwRC T.15 

SHDCUH r.?s 



«A» C* 1H£ IKEA 7.95 

aitfftioHT r,^=, 

SAHftTflJp: 7J5 

EW0S1S VCOHJNS fJS 

RFfl IllVK TJi 

zo»as tjs 

SAM to* PtWEI T.tS 

MOVIE T.B 

BLADE *IUF*i.K M5 

(0HTAIMA1RW T.9S 

«ilMlfL0 •flODHHSI r.ij 

JACK IK .MPPEfl }JS 

SllRKIXHE ■ T.K 

NEXUS TM 

30 STARSTWE I tM 

msix* tiEVAiw r.9S 

SOCCER '»t 1,95 




7RINN SOFT 



g"^^ 
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DESIGN 






TAKING... 



rv 



.TIGfR 

MOUNTAIN 

THE ODDS ARE 
AGAINST YOU! 

foull have to plan for the future 

and use your tactical skills to 

take the attack-tank through 

to "TIGER MOUNTAIN'! 

"TAKING TIGER 

MOUNTAIN" is in 3D colour, 

set in a real-time battle 

environment, which makes 

it the most advanced 

battle simulation 

available. 



ForcheAMSTRAD 
CPC Range. 



fl-E-X-O-3 

THE COUNTDOWN 
HAS BEGUN. 

One man stands alone to defend the 
ultimate weapon "NEMESIS" from 
the Andromedan robot forces. 
He has to escape with the 
"NEMESIS" intact, or start the 
countdown to self-destruct. 
Time is running out, every 
second counts. . . 

For the SPECTRUM and 
AMSTRAD CPC Range. 

Selected "Design Design" titles 
are available from: - 




WQOtWOMH W H SM ] T H 

r&? ^JMww COMWT 

and alt leading software 
stockists, or direct from:- 





Design Design Software, 

125., Smediey Road. Cheetham Hill 
MANCHESTER M8 7RS. 
Trade enquiries: 061-205 6603 



GAMES AT THE 



SPEED of light:: 



LIGHTFORCE is for VENGEANCE 

LIGHTFORCE is the Punishment Arm of 
Galactic Fighter Command. 
When a Terran-settled system at the edge of 
the galaxy is seized by an alien force ,revenge 
comes in the form of a lone 
LIGHTFORCE fighter. 
LIGHTFORCE confronts alien in a dazzling 
battle above The strange landscapes of the 
Ice -Planet, the Jungle Planet .Alien factories 
and the impassable Asteroid Belt. . 
LIGHTFORCE — at the speed of Light 
- from FTL. 






SHOCKW AY RIDERS are the pick of the 
street gangs ■ ATHLETIC, AGGRESSIVE & 
ARROGANT - as they cruise along the 
triple- speed moving walkways that circle 
the great MEGACITYS of*he 21st Century. 
THE ULTIMATE AIM OF EVERY RIDER 
is to go ' ' FULL CIRCLE' ' - to do that.he must 
fight off the Block Boys, the Cops and the 
Vigilantes - as well as negotiating the Speed 
Traps and Rider Ramps erected by the angry 

local residents! 

SHOCKWAY RIDER is the most original 

arcade game* of the y^r - 

THE ULTIMATE FUTURE SHOCK!! 



LIGHTFORCE AVAILABLE SEPT, '86 ' 
SHOCKWAY RIDER AVAILABLE OCT. '86 

SPECTRUM £7. 95 
AMSTRAD & COMMODORE E 8 .95 

RTHAN - 1 GHT FTL FASTER THAN LIGHT, CARTER FOLL1S GROUP OF COMPANIES, 

- SEDGLEY ROAD EAST, TIFTON, WEST MIDLANDS DY4 7UJ- Tel: 021-520 2981 {4 lines) 






Saboteur iclassic invaoersi 



This poke from Timothy Lomas 
of Sanderstead give? infinite* 
Strength On the Durel! game and 
is entered using Method I . 



I* WODE i 

* I* 2 t h 

« BORiEfj j 



J0» im 



»tT« 



68 W 






143 JLOAB- 



'IJL* 



E5B P0r'£ 2| 






12 



This poke from R Jackson of 
Barnard Castle stops the aliens 
dropping bombs (except UFQg) 
and is entered using Method 2 
to skip the £ir*t three blocks of 
the program called 

"INVADERS". 



18 KEflORV J 649? 
It 1=16569 

30 FOR hi TO l2:fi£AB aiPGKE 
x,i!x*i*l 
40 NEXT f 
50 C^LL J&5BB 
61 POKE |365»,0 
70 CALL 16896 

90 DATA 02,22,17.181,64,33,8 
,66,285,161,186,201 

91 END 




Bob Wade checks out your tips, pokes and game- 
busting ploys. The best ones could win a entire issue's 
A A Raves! So why not sond YOUR latest gem to: Cheat 
Mode, Am strati Action, Somerton, Somerset, TA11 
5AH. 



i-.i 



m 



G Upton from Telford has a| 
I Method 1 poke that removes a II J 
: the monsters from the Master- 
Ironic game. 



10 fttHORY 4999 
21 UJftD p ID",5iaa 
30 POKE 13232,8 
48 CALL 5083 



CAREFUL. y0UI 

■*" P olt " S u «**^ eiT °d 

fclSdi*^-" ibte. and 
shoold coriov^^p- 



SORTER 



y PLUS 



Tony Hoyle from St Anncs and 
Paul Hutchinson from Sty- 
veehale botti rose brilliantly 
to our August challenge with 
solutions to the problem of 
invulnerability to water. The 
pokes Are very different So 
we're printing both of them 
and we're sure you'll love 
iheni- 

First Tony's poke, which as 
well as stopping you from 
drowning in the water allows 
you to access the practice mode 
automatically. To use H just type 
it in. put the disk ui the drive,, 
type RUN and choose from the 
menu wluch poke you want to 
enable. For future u*e you 
should saye .the poke onto the 
gamt disk. The program actu- 
ally altera the game so take 
great care in typing it and using 
n. Don't forget iha disk must not 
be write protected (the tabs on 
the disk should be up), or it 
won' l work. If you RUN the poke 



again you can toggle the two 
cheat modes on and off as you 
wont. 

A few seconds after the sor- 
cerer drops in the water he will 
reappear above it, after several 
[other graphic characters have 
flicked up on screen - try ii. it's 
fun. The practice mode is 
enabled by holding down the 
*C" key and pressing Bra when 
starting the game 




Pauls poke is just as classy and 
does some other great things as 

well- To use this one just type n 
in and save it onto the game 
disk, then jusl run it aach time 
you want to load the game, as 
ihe poke auiomaucally runs the 
game for you. 

The poke actually prevents 
the sorcerer falling into the 
water - instead he just floats on 
top of the waves. Ir, addition it 
gives you infinite energy and 
infinite tune to complete the 
task, 

IB CLSiPRINT'1-Nalk on mttr , 
■sPBlKTsPRWrj-frarti™ i«KJ 

!"!««»" iHHILE rtOT MB a 
Si > *2 \ i a*=IKKEY* : KENB : i=VftL t 

103 

28 IF ■=! THEN RESTORE H8 £ 
LSE RESTORE 158 
33 »3a9B00:»ji'8 
40 READ if:Ir iV r*M*'THEM 
KiBnammmmm** .- 



POKE * 1 VAU"**+a*l:c£u«=fsui 

5B RErUS 3! IF aitcHJE THEN PR 
IHT-Error in data'sEND 
cE CALL 63010; CL5 
78 IF ■=! THE* 113 
?« :f PEEK >: t4!3^) -&od THEN 
PfiUtl"Pr«tica notJe off* 
H IF PEES tWI3e}=ii6 THEN 
PSINT*pratt=ce idte W* 

:ae piim'sfifl 

Li S IF PEEi (tffC2}«£M THEN 
PUJfTifoJ* en «ter aft" 
12$ IF PEEK (44lC2)si3? TO 
PRIHI'felk or «a:eT on" 
133 FSIffTiENi 

S4B DATA 3e,S4,32,2f,SB,cdJ 
S,8a,3a,c2,4l,ee,S3,32,c2,4l 
."e,35 1 32 < 2f ( 8e,2l,2f,ga,cd, 
d4,l* t 22 f 3l,8§,7?. 32,32,88,1 
&,08 t l6 1 0&.ie,c?,21 i ec,43,d 

,3fl.,88,c5,x*,4523 

150 DATA Se,84,52,37,8t f cif T l 

tf f 8I f 3a,38,41,ee,d8,32,38,41 

r 3a l ^,4] f eE 1 Hf32t3? t 41 f 3t l 

B5, 32, 37 ,30,21,37, sfl 1 Ca,fi4 p b 

c, 22,38, 88,79,32,31, 88,16,80 

^4fSft*f^2Ull f 4a s df,3g, 

6Wx,3t22 




Congratulations to both Tony 



and Paul - they are fantastic 
pieces of work well worthy of 
reward. 

10 MEfltlRV BFF'F 

28 ; =64080 ;5SSU£ 118 

38 LGAD'sBtTeryp" ,43180 

*8 POKE iS884,A 

50 CALL &400I 

60 PDKE 68063,^5 

78 CALL &S013 

m POKE 64011", *43:Pfl»;t 64860 

,641 

108 CALL 44800 

110 FOB 1*8 TO 24 

128 READ bt 

138 POKE i.WU'S'+biT^z+l 

548 NFH 

158 RETURN 

160 DATA 21 l :S t 88,3d,0B,38,« 

e,77 

178 3ATA 2c 1 28,fb,2S,« 1 48 l 3 

4,28 

188 BATA 07,7€,fe,i8 f 28 r f8,l 

9,e8 

198 WTR c9 

m CflTft 3t, ; *j|2,47 l 78 r 32 l d 

218 BftTA 32,31,66,^, >S,32,d 

4,77 

220 SATA 36,88,32,65,92,1:3,0 

3,78 

238 DATA 88 
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CHEAT MODE 



Mfe&n 



It seemed quite a coincidence 
this month when two mega- 
pokes came in lor the Master- 
tioiuc game, both along similar 
lines. It didn't take Jong to work 
out that 'jcsy came from next 
door neighbours in Aylesbury. 
So congratulations Stephen 
Stokes and Simon Hearn on two 
excellent efforts for which you 
deserve equal credit I'm sure. 
We're actually using Stephen's 
version and he also sent in a 
map that helped to produce out 
own map this issue. Well done 
ladi - perhaps you'd like to 
collaborate on your next project 
to save confusing us? The 
poke's entered using Method 1 
and allows you to change all 
sons of things that the program 
will ask you about towards the 
end of the loading procedure. 



it KEnOfif t'S&F 
20 LDAD'desMlSCB 
"fl LM) a spnt«*<fc7IN 



40 LDOD'enveloMSSM 

5B FDR id-M* Tfl W5 3TEf= Jfl 

4B t:l>eck5Ui-8:F]R ad2=ad TQ 

3(3+? 

78 REA3 f% 

« POKE id2,r 
(IB checksiis^checksili+n 

121 counts count +; ;fi£AB cbtil 
F IMLlV^MIOcliKfetHi THE 
H Pit I NT 'Check «n irror in li 
ne 1 ; count* li+3 40: ENB 

:0 NEJ7 ad 

4B FBihTIworUhty r/H?" 
151 ji=I*iKE?*:lF rts**THfl( I 
58 

40 IF a*>y OR ttsfriHEi 
PCXE *CF,255 

li PRIfiT'Eitra tnirtf ¥/«!■ 
190 *f=2NKEV*itF a*=**Thth i 
81 

H0 IF at='y' OR dt="V 3 TriE« 
Pj-E IC3,255 

28ES PR IN"" Infinite &cr&iis a 
nd unlbts WW" 
2j8 aUlNK£Y*:jF al^-'THQl 2 

11 

220 IF i**y OR af-TTHEH 



PAKE iCB, 255: POKE Ki,253 

230 PftlNTMtifinite lasts Vh 
i» 

3+8 a*=MEYi:If s*=-'7HE*J 2 

40 

25fl IF aS=V 0* af^Y'THBl, 

POKE ICC, 255 

2dB PRINT 1 Jnfinitt keys ¥/N? 

■ 

278 *t=l*rET*;:F e f- 'THEN I 

258 if &t=Y BR ai= Hv "THE-'* 

PM tCE*2JS 

2*8 PRInT'EntranCi to triiard 

1 j rosi span V/N** 

338 §t>jrk£r*ilf a*^*TH£N 3 

88 

Sit J : a(=Y OR di=-'r' l "nF^ 

POKE fcC9 t 295 

320 PRI«T'£rir*rcfr to doors 

*ith special fc^ys open VikV 

330 rtftflKEYtelF afs'-THEf. 3 

SB 

34i IF t$**f SD i|«Ttr©( 

F'GKE fcCA,23S 

350 EKK l,8flMK l f itlJB 2,8: 

(19! 3|Ij80RKII 

:m call kb 

370 DAT* Bc.|i,*;,32,et!,ll,2 



381 DATA bc*?l«TI|ll.c8,83,ii' 
c,3a\,c8,iB f 85e 

398 3ATA ft ( fB t 2$,t9,2l,5i,e 

3,22, c3, 01, $49 

400 DATA 22,W,81,3a ! c9,B8 I i 

e,BB ( 2S,B5,3Bi> 

410 DATA 3«,c3,j2,a5,28,3a,c 

a,B0,re,33,482 

423 DATA 28,88, Je,c3y 32,84,2 

3,32, bl, 28,353 

433 fcA;A 3i,cb, 00,^,00,23,0 

5,l«,fl,32,2t8 

448 DA em 0B,H,3a,ec,80,fe,0 

8,28,85,^,288 

*50 DATA 08,32.65, ::,;a,t3,0 

0,fe,Bi,2S,2d? 

46B DATA ^,3e,Ba,3;,t; t lB,3 

a,ce,Bl,fe,37e 

470 DATA M, 23,flb, 11,00, Bi, " 

2,fc,19,3E,k° 

480 DATA Bl,32,fe, I9,3a,tf ,8 

B,fe, 88,28,378 

490 DATA 0«,3e T c3 1 32,cd,l4 J 3 

2,52,18,^,385 

m LATA ft, 1^3,78,81,08,0 

e,0B,08.BB,2ee 

SIB 8AIft ie,BB,BB,^,B0,BB,4 

7,4l,4d,»5,lU 



Duncan Mdtee from Durham 
tells you how to set the bombs 
on this Ocean game. Just set the 
bomb clock to ihe first four 
digits of the clock above the 
score and press the koy next lo 
it. 



You've in for a real treat this, 
month because the program- 
mer of The Covenant, Paul 
Hutchinson (■«* the Sorcery 
Piem pokes as well}, has sent 
in his own pole en for the 




game- The listing is entered 
using Method 2 to skip the 
first block called 

•COVENANT". It stops you 
dying and is currently set to 
open all the doors. 

For ihqise who understand 
these things you might be inter 
esifrd m Line &C. where the 
bmaiy number represents a 
sciies'iof flags. Thes* perform 
various hmchons' bit 7 isn't 
shown and is not used: bit 6 
opens the door .4 when aei^ bit 3 
set means you have collected 
the parchment, and therefore 
ends the game as soon as you 
start it; bii 4 when set makes a 
captured exqature appear on 
stains: and setting bits 3, 2, 1, 
and let you play around wiili 
what creatures you g&| (set 
thorn ail to one to get none at 
all). 



How to win an 

ENTIRE ISSUE'S Rove 

software J 

II you want :o win an entire 
issue's rave software, including 
the JViastorgame, then all you 
have :c do is produce an excell- 
ent map. poke or piaying tips. 
We ve set you h number of chal- 
lenges but if you ca»i produce 
something even better then feci 
tree - you'll have just as much 
chance of winning a pri2e 

The best solution, will win ,i 
ropy of every Rave ^and the 
Mastcigamc from (he issue in 
which the solution, is printed. 
The number Of games will vary 
of course, but in nam issues 
there have boon six Haves ot 
more - Ihal's over SSft o! soft- 
ware and some months it may 
lop £100. The prizes will usually 
be Oil csssetia, unless you re- 
quest disk software of the 
equivalent value. We also give 
out five runners-up prizes every 
month of ojih uf i:ie 
Kaves/MEastorgiimc in that issue. 

The first winners are re- 
vealed this issue, and what a 
tremendous battle i:'b been - 
you all doservo grnat eougr.itul- 
alions We were- flooded by 
Knight Tyme solutions, reaps. 



high quauly pokes and playing 
lips. However, front on" of the 
pack appeared one worthy win- 
re i - Tony Hoyle. who r.oi only 
cracked Sorcery Plus first but 
also came up with a poke for 
Knight Tpn&. Well done Tony a 
much deserved prir»- 

Tl f ninners up also did ex- 
tremely well, and the five prizes 
go to: Paul Hutchinson for Sor- 
cery P.'us and Covenant p 
Chris Mayson/Cary Smith foj 

ih«ijri*£* &£' Nipppi map Step- 
hen Stokes/Simon Ream :or 
their Sfonn pokes, Ian Curry 
for lus Knight Tyme map and 
tip* and Laurence Mo Hoy Cor 
his Knight Tymc map and tips. 
W tf 1 do:i« dll and now you can 
get cracking on these 
challenges. 

1. A poke allowing you to 
bounce off will]* unharmed in 
Thrust, 

2. A playing guide to 
Starstzike II, 

3. A map of Golden Path, 

4. ft poke for robot immunity 
ink Impossible Mission. 

5. A poke allowing you to start 
on any level of Stainless Steel. 
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Try beating oik AMDRUM ! 



^v£5^ ''ft 



st 



HF 



Jfer^ 



&&£ 



a 



r<. 



Ji 



fcs* 



*,!]*- 



st 



ft 












J^ featured on ^JT 

"Micro Live" >j 

and 

"Saturday 

Superstore 1 



DIGITAL DRUM 
SYSTEM 

for the 
AMSTRAD 



$34.95 



; : 



IB 



464/664/6128 






8 DIGITALLY RECORDED REAL DRUM SOUNDS 

SIMPLE TO USE — UP AND RUNNING IN ONLY MINUTES 

A TRUE DIGITAL DRUM MACHINE 

"REAL TIME 1 OR ON-SCREEN PROGRAMMING 

COMPLETE WITH SOFTWARE 

EXTRA SOUNDS CAN BE LOADED FHOM TAPE 

CREATIVE, EDUCATIONAL AND FUN 

THE MOST EXCITING PERIPHERAL EVER DEVELOPED 

DYNAMIC RUNG SYSTEM — STORE OVER 

1000 PROGRAMMED RHYTHMS F- 

TAPE SYNC FACILITY 
SONGS CAN BE SAVED ON TAPE/OISC | 
POLYPHONIC I 

COMPREHENSIVE MANUAL f 

JUST PLUGS INTO MOST HI Fl'S I 



^F 



pqWAVAiueTE 
Latrn Kit AEdftor 

E3 9Q 

ElectroKit&EtMorl &&M£i 

£4,99 



KaiX 



Marketing 



and all good computer shops or direct 
from Cheetah Marketing. 



DH»T AA 1 WUOffWOOK W*«« m*K, C*<*hO**Ul fH&UJ, St «U0«S. CAMWT 
TELEPHONE CWICHFFI012D 777337 TELE*-**7455 
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THE ALL-IN-ONE ACTION 

FORM 

This form has been created by the Save-Your-AA-From-Being-Overhacked-Department. 
You can use it to register your votes for Games and Serious Software, or to send in your 

Type-ins, without loosing any news or reviews- 



GAME CHART VOTING FORM 

I would like to vote for the following games: 



1. 


GAME 


SOFTWARE HOUSE 


VOTES OUT OF TEN 


2. 






3. 






4. 






5. 







SERIOUS SOFTWARE VOTING FORM 

I would like to vote for the following packages: 



PROGRAM 



2. 



4. 



SOFTWARE HOUSE 



VOTES OUT OF TEN 




/a 





A 



You can help us out at AA. and give your type-ins a far belter chance of being published, by filling 
out this form and wrapping it around your cassette with a rubber band. It would also be an idea if 
you send it in a jiffy bag as an awful lot of cassettes arrive here damaged. 

Name..... ,..„. 

Address ,„,„, 



Postcode. 



TTTLE..... „„,., 

DESCRIPTION: 



/ hereby declare that the program on the attached tape is all my own work, and that it has not been 
sent to any other publication, nor been pubfished in any form, or submitted to a software house 
for consideration as part of a commercial package. 



Signed. 



■ Uct its* ■■<■ ■■ ■»■■■■■ *■ 



■■■■■■»■■«■■■■■■»■■*■ 




AWSTRAD , . . 




6?MW0ftE HSOCi 4SOH 5T5TEM 


*».M 


SSlJWWO PROCfSSWi'TSTEW 


W0L4J 


ttJfl IJAK • liTft'j &!!€£« HnSETOB 


JWOO 


SIM lISK-CrnfrHCCH.. Wlfi TOR 


i«.oo 


HAfJ.< t ^mONCEh VOt.lTOfl 


1*9.00 


4«J44< . CHUM4COL HONIT(W 


*».•» 


i;-s' v -;v«fvt«mTFjif#ct^Hi 


1SHM 


StCOMDDI&C DRIVE HESS CABLE... 


WW 


SlrtlWWlVE CAttLE 


t.fri 


4b4. , tif8pJCOUU»1rj» 


i**,H 


H$232'ftTER:FACFl4^| 


«!«i 


H521! INTERFACE :fl256l 


«?*i 


SPEECH SVNTH i KHtAKERS 


29. IS 


AMX , , . 




AwjcMOUSf :46i*l2b: 


W.9S 


AM».LTIUT FS 


19,» 


AW* PACEMAKER 


«.M 


rW* It free t 


24.95 


MEMORY EXPANSION 




«J»Hf*;8rf>M*tSlfi*l4M.-t;fc* 


*HJ 


«*H MCUCftT EJfPAHStOI 346&6IV4 


M.«S 


2SSK liElACfti 1 ipjWsum ;&12S1 


W« 


2S<lK SlU&JN (R$£U&4 664 : 


»35 


3sei u mosc(6i^n 


*9,*S 


DMRCNiKS 1 IfiHTFf N i i, r i4i4.'B6t:i 


J4.95 


JOYSTICKS 




HrtHMiDawciejowftfls 


9 99 


CHEETAH ISS JOYSTICK, 


J 95 


COMMUNICATIONS 




rvutl"' 




COMMSTArSWTWABE 


Jl« 


St«l*LlHFEBF*CE 


».«* 


CDMM$"AFI * INTERFACE 


102.34 


CO*IMSr*R p MOEIKG^L- 


tw»* 


OOMHSrAR * MSHHWL? ■ r F 


1K.M 


''f "'tNitiHICAlEC/yB^J 


eu 


WORD PROCESSING 




rAStUH 




T«.wtjHH4M 


IfLH 


TFTSimfififSJllM-DISL 


M-iJ 


1A5W0K0&1J8 


241S 



TASCQP* 9 90 

GEMINI BUSINESS £ ACCOUNTS 



etr*fi«F :4S* ****.] jftKKSt 

(UTAB«E '4S4-6£** I ?*>(-*!,> 

RErtfMGEIi f464.-E£A.'i] *W! 1? St 
KEPOS* GEN f.4*t'E6i.i5 i JS! ■; A« 
l»OW.L MX <4fc4*64 -6 ] 2B) Dl EC 
HO«*F *CC t*64.-6Z* 'b 1 28) OS5 
CASH BCOK L«*66*6] SSI Pi SiJ 
CA5H8COK 146466*6] 2$>CA$8 
FI*JM.ACC:44J(. , E*+'61iai DI5C 
FINAL WC ^fi*(i64-S S ?i.i C^SS 
CrAT*.GE\Mie£56U}ISC 

BEEBUG UTILITIES 

UL, Tfl ABASE <464'<rtf*« t f* ■ il, !£ 
ut 1 kAftlSt (JtbMS&£fi I 2S1 CAS? 

l<K 1 (S»«lH{4('L*e<j41 > -.iKHJt3t 

0CMl).fiA»(Tt4G4-.S^.4;^S:tH4C 
fltMESANT f464-i56i5, , 512S; ^A« 
DISC CE K'On ;*6>4.*&a.-6 J7BJ D-ISC 
C-aSC DEMON H6*«ft4« 1 2*S WW 
I OC .K T I46i-fi64'lfi 1 381 C E-C 
TCCLK 1 I4&4.-664'B12BiCASS 
TMLK T - I4fr4.'&64i6]2a"mi}>t| 

COMPLETE OFFICE SUITE 

DATABASF 

M 'Nl (fFFICS . M I je4.'664-6 ] 28) £*$£ 

■&!K464VG64Vt>i2£)NS£ 

PRINTERS 

SDKOSPI iKkir.PT. Pfr* » t « ' I.W Awv I * AC 



Alt pn«j tncluch VAT, Can. Ej*i. 

JaysrtAiaddEI.COPiP. 



If M 
2S.95 

I9.9& 

1495 

59.95 
<.'.■!'. 
M-9S 
3S.9S 



17.91 

14.95 

U SS 

n,»s 

I4« 
IJ.4S 
I7.»S 
«.»& 
I7.SS 
i ■: 95 
2*9* 



I* 95 
19 95 



340.00 



Fei/jty Aifl$tra<37 . . Send just the keyboard DOftQT SffSl (fte moDj/nr u^J!ks 
ihe iTiDrt/ffir i$ atSC DEAD! (To make sun? monitQJ ts Df-AD, SMfch on ,T,on:tof Nl 
darkened roctn, turn up bnghtnitss to mflwluiTf itnd Piter 5 minutes svtitcfi off. 
Ifyovge! s bright spot rcr.oxiing, then sni »jtot a 0. fi . f nof DEAD& Please sexa 
d items, ml! packed by 'Gompeftsatiafi Fee Paid ' - Post defSSs from your P. 0. 



AMSTRAB REPAIRS 
BETWEEN £14 iftd£SS 



SPEtmUMfiEPAlflS 
8ETWt£Nt$ir«}£2C/ 



COMMODORE 

REPAIRS BETWEEN 
£14lKie35 



msr- 



Hospussai'ij H.«l. F>yt«. 
/MJT- 



Fc i^UH )J WHUIHt - 5**J I flH " ""P* ' r ™*iF'* , « 

["■ct^iscni "ticf tunes to*d»«»dsne(i!fjldi1ilLjJi; ' 
ALGUET19B5 

ntfr- 

F^f IKES . ."OngfiTD. JOWi. Cinutual<»eirH.1tf'iv 
'iheui^ refHiir "diT^ IhfrffAjnbw' in 4!*! , inia Bdb«J in 
Minrhnhr. HIHllWl HI 'ilf«**a((ia-(fjab(ylhcfeitii:l 
!grr*TBjmJ n PK MUrtSM, U BirsUnolcolen-- CRASr' 
Mgpjir^ JUNE IMS 




88C REPAIRS 
S€TW££N£I4 and£*5 



i 



ESTIMATES GMN Oft 
R91HT£R$.QI$K Dfl/WfS 



M*F4C0*l(* GUARANTEE 
1 '.ht limE 4?^l rjf/MR^rr ^"/ d*/i of -^r i^f«i . i»i 
■|f*ai"i —tE al ctnimj AND clund Ihc x^^t 



mr 

Fr;r MWf * pUftF. . "Irarccnnir*--™*!™ install 1 !* 
Tcre If-J'i ml ru li^ BdViaR ynii n 1 ; w l 1 ^* vi iffro^ your 
pcgttMl *i»w art hi gi m W O W' jr.j as -»:ii a:. raMif-oj 
'*illf ujfiipjlwj ui*S3qur3WMraBd jcuiijeu' 
rj'Bthr.'^iitiiicv 1"j3 sr* rrmifM% f hfttr »»<t lTTf 
mfty»i*yi ft*IWC ■ war FM Rct«s -"OfM Ji* 



in f?4* X u»J' i* +'L N i. i«Tf rTticif ' DCVF"0i F * 
QX jMN.-«rtt*13W DGE51", iVJ. l.Nz. Uj 

hcHf*Fff7¥ C#fl in and pralo'i s^o-jrcoTpuIr' tran^ 

ImltCanS ™p»r«S 'Wliil=-iJ-Vr.*r. Our snpr'ST-. flnr. ' 

aiUpfftJ' ; ''In B tsii-h 'unci, li ncra a nnrhn|WTn(, wr w II 

MlJrSWI 

fllJF- 

rW rWWHFrW *e ia«! a lepuuim ttj Iffl H* jl«o 

<|Fi«ttiViftil'5w.' i -J'' BBC, CunirFKjJurs. A^Ict-h: HP/ 



DEPTAA10 PRINTWORKS LANE, LEVENSHULME, MANCHESTER M1$ 3tP. 
Tet 06 1-224 1888 or 0$1 -224 9SS8 








Please send ihequ*s/p° s,al orders io: 

Compamart, (Dept AA ) 

Unit 8, Falcon Street, Loughborough.' 

leks.lEIIIEH 
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o 




or 




buy your 

SOFTWARE 

FROM YOUR 

ARMCHAIR! 




strdd Actfo 




By the ffnw you've teethed this part of the magazine, 
chances are you'd love to get your hands on some of 
the software we've reviewed. And that's just what you 
can do. Our mail order service allows you to order 
virtually ANY piece of software for the Amstrad 
micros reviewed in the magazine. What's more you 
can save yourself a good sum of money on shop 
prices AND quai<fy for great free gifts. 

Hey, It's a wonderfuf way fa buy your software! 



AA MAIL ORDER 

- 



deliver 




VOUCHER 



hfnitriin ham £5.10- 
f543 



VOUCHER 



Fbt ci wilfe emirs 1njm [ 1 9.W- 
[hi. bus v«uch« w v4ti\ 



VOUCHER 



For ui* nit* tn4trifHmtlQ.fiO- 

[iTUi. M5 tOlKh*! ftl kldili 



VOUCHER 



FBI use w'.k aaleis OrtJ fSfO.IO 
I'na ■ an* vauchfi ptr iwikr! 



HOT STUFF 



FREE! 



with any order over £5 

A C15 data cassette containing 
high-quality tape specially desig- 
ned for computer users. It comes 
in a library case with blank Inlay 
card. 



FREE! 

with erty order over £ 1 5 

Your pick of any one of the games 
featured in the Super-gifts box. 
Most would normally cost £8-1 OJ 



FREE! 

with arty order over £30 

A blank 3" disk OR your pick 
any TWO of the games featured 
the Super- gifts box. 


of 1 
in 





HOW ORDERS ARE DEALT 
WITH 

JLmatrad Action Mail Order is run 
hero in Somarton by the super- 
efiicient SUE TSTfLOR , tK« WONUtn 
who gels mar* ma J I In * day than 
most people gel each year!, 

ITntess year order include ■ 
programs which oat mpplirm 

cannnl g*t held of for tome re- 
• ton, &Wf despatches all packages 
by first class mall within two or 
three working days of receiving 
the orders. Therefor*, you con 
normally expert Id receive your 
p&reei about * wook to 10 d*y* 
after ordering-. 

If J,i'» delayed beyond that 
chance* Are you've ordered a tiuv 
which hain't yet been released o* 

id temporarily uriSV«Jl*bl«- In 
which case a phono call from you 
WON'T speed thing? up. (In fad 
the reverse - phone calls «r* very 
urnt-COrtsomiBg) U a long delay 
were likely we'd lei you know. 



PLEASE BEAR IN MIND 

]. The fact that a program i* r*- 
viewed in the rttagwia* do** jpoi 

guarantee ila availability nihtr 

i»ms software Is reviewed 
BEFORE it has actually been 
released, 

Z. We are happy to refund your 
order at any lime up 1o the de- 
spatch of the goods. But becaose of 
the possibility of copying soft- 
ware, no refaad or exchaago to in 
alternative piece of software cast 
he given after they have been de- 
spatched. Software which does noi 
load may he returned for a re- 
placement cassette or disc con- 
taining the- tame software either 10 
Da or directly to the software 

home concerned . 
3. We try to bo ai accurate as we 
can with details of puce, compati- 
bility and disk availability, bat 
caunot accept liability fur any 
error* that creep Ixu 



OVERSEAS READERS WELCOME 



Readers in the Republic Of 
IRELAND can o*4«r any of these 
goods at the tame rate* as British 
readers provided that payment Is 
mad* in pound* starling- if yon 
wish to pay la Irish pounds you 
mul add a IH3.50 surcharge IN 
ADDITION to allowing tor the 
current en change rate - that's 
What it cost* a* (O pay in y oni 
cheques or postal orders. 

Raada rs elsewhere in 

EUROPE mstt add £1 par software 
item, to the cost of their order. 
Payment must be is. pounds 
Sterling. 




ff 



^t!^ 






Utyg- 



S*rVa l*ji s f erm pi US pavn* nl lo ftAMaES Order , 1 9 p\ puweod Drtve , Some rlofl . Somef se< . TA 1 1 SJP 



MAIL ORDER FORM 



Name... ,..,.,.„„,.,.„.„.„«.,. ,„„,,„„,„„,„.„„ Telephone no. (if poss). 

Address.,. , 



, Post code. 



Machine owned: DcPC46<4 riCPC664 _CPC612S 

En'.«rih* pray«irv» ]f«i wllh IB orSsr In ths lpM*t Ofkw. Und*T 'PP.JCE' pSj musl mm Ihf lull rvlaitpi.c*. 11 ya J am.-,\ mait >Kn Fiv* i(«fi-g, 

yeu ihPuW li*t th»n on » *»pa-al» piut ol asptr. 





SOFTWARE TITLE 


SOFTWARE HOUSE D1SC/CASS PRICE ' : i 


1 










2 










3 
4 






















PRE-M9CCH 


JNTTOTAL 





Tb* 80»ofHlsiolloHJngsccoriinBl»fivr PKE.DrSCOJKr TOTAL 

O UndurES |_J £5-9.99'. I enclose a SOpeisoounx voucher. | C" 0-14.99. 1&nc'0Sea£l Circuit voucher. 

O £15-19,90. [enclose a 61 vouctiof ar-d ciaim a TreegifL QC2O-20,99.l enelesea£2v&n;hefaodciai^a fceegifi 
□ £30-40.99. ! enclose a E2wiijchafar.d claim two gifts Q 0vor£50. I enclc-soaES voucher and claim two gifts 
TOTALPAYABLE FORM Al LORD ER (= PR F- DISCOUNT TOTAL Tin us discounl}: fiT" 

Add thi»!o1«| 10 1h# *lhOU HL nnjnb l» on *ny ljKxSikl #titft onSSfsd an »irar» n ids. 

Now a«Wi» trem ftii iai iIwqi/ti« yoM ■fc«a*y hiv*. »nd e «l* His cn« jou woukl □■riiiulirly »;• ai jrxff frs* gHl(*|. 
sijrg*i,-CijnnH4iD*w'i C i tm»t*i*' I ■ mutwr'tOun-'ny (* « ■ t«iyoiWi t V,'a*y • Armrfcsn Foofcn* • Trbdtiy • Hmtl4< Kllw > LawfWffip- tdn! 
Cn*M E^g - 1 **« **a-.ir«- Wivggar ■ Pj^rtSiuT. ■ 5^™™ ■ H^^ejek, MkIw Owh- (Mart Cot* ni6°>g - A.-i«rDnnii ■ Sp«t»H«wk 
rt*»#r Oatnaft-DusFwIir 8ij*» ■ OmCkjW - SoetM < Wm H M n» • Menpon ■ fc^LH.g-r*^ < $w**v3* Wv« ■ HI • H^wi, Fnnurlo ■ E^iT^n 



You've read the reviews - now get your Arnold singing! 



Save £7! 

ADVANCED MUSIC SYSTEM 

This disk could be your* for jmt £22.95 

Oi if you haven't got a di sk drive, ., * 

Save £3.50! V- 

MUSIC SYSTEM 

Ob caKMtte at Just £12.45 

Our & even-page special feature shows you what your 
CPC can do in the iine of music: now you can put it 
into Action and save yourself pounds with this 
Amstrad Action offer. 

The original Music System caused quite a stir 
when Pete Connor reviewed it in our March issue, 
describing it as "a superbly executed package ... with a 
thorough and very clear manual'. Since then it has 
become the standard against which ail music pack- 
ages have been judged, and largely Found wanting. 
The Advanced Music System extends the facilites stiil 
further, and 'the main section ... looks every bit as 
good now as it did six months ago'. 

The package is very easy to use, with pop-down 
menus and windows. You can create three separate 
voices at a time. As you ploy, the rune appears in full 
musical natation on the screen. The Advanced version 
includes a printout module for printing six voices of 
music on proper staves on paper, and a linker module 
that allows larger pieces to be ployed. 
^ We are offering you The Advanced Music System 
on disk for £7 less than you will find it in the shops, 
and if you haven't got a diik drive then we are 
knocking £3.50 off the cheaper Mt/sfc System on 
cassette. If you are planning 1o buy a disk drive soon, 
then you can still benefit as Rainbird will upgrade you 
to Advanced for £14. 

Whatever you've got, this is the best way to get 
into music and save money at the same time! 



Save chaos! 

MAGAZINE 

Only £3.95 

You asked for them and now you've got 
them, Ho more pile* of Arrtstrad Actions 
cluttering up your living room carpet and 
getting, sob, ban Died <o pieces in the pro- 
cess. Instead a superb, custom-built binder 
specially designed to lake 12 copies of AA 
and preserve them in pristine condition for. 
prosperity (And easy future reference), 



Save £3! 

3D STARSTRIKE II 

Youik for jtiit £G.SS on cassette 

Just a glance at this month's front cover 
shows you how much we rate this game. It 
offers stunning 3D space combat m a style 
reminiscent of Elite, but those vector 
graphics are fitted in with glorious colour! 
The aim of the game is to break through the 
enemy's defences, destroy the central re- 
actor, and escape las). Bui there are a 
variety of planets, each with ever more 
powerful and varied defences, each of 
which have to be destroyed. 

The defence of the galaxy is in your 
hands. At £9,9B this game merited Muter- 
game - al £6,93 it could be yours. 



SPECIAL OFFER FORM 



Fill in your name, address and machine type on Ihe reverse of this form. Then place a lick next to those items 

you wish to order. 



1. NEXUS 128 

n Just £12,95 on Disc 

2.ADVANCED 
MUSIC SYSTEM 
~J £22.95 on Disc 
3. MUSIC SYSTEM 
CD £1 2.45 on Cassette 

4. 3D Starst rike tl 

1 Cass £6.95 
□ Disc £1 0,95 



5. Speeding Joystick 

□ Just £9.99 

6. Powerplay 

U Just £6.95 on Cassette 

7. Magazine binders 

□ £3.95 , 

8. Subscription 

□ 12 months £16.50 



9. Back issues 
\— Number 3 £1.35 
I Number 4 £1.85 
L™ Number 5 £1.35 
_ Number 8 £1.85 
J Number 9 £1.35 
CZ Number 10 £1.35 
Number 11 £1.35 
□ Number 12 £1.35 

; Tlvtise at C 1 .45 iic ude a cover 
mounted casst?H& cortaning superb 
game sdtww e) 



PLEASE NOTE 

These (liltw 4tfl tuparaf-u from ;ha 
r#*( of t>vt miil-order isehisiTLt. You 
cannot use iim voncfcari on Hie m*H- 
order page to obtain further dus- 
cauAU *fld free gilts - we've already 
knocked o* ihe moac we can! How- 

livtsr, K ypu nrsffar. you may nretttr 

any al trie ilemi on this page al Until 
NORMAL miik HBCE through the 
ordinary ntttl-order schema on the 
prftvwug p4qo. Von cart ihflft 'jbu the 
Tot#vjm voucher *nd; >[ the price us 
oven £)6. daun j tiflft gift Hub could 
aitk* nun u" you *» ordering 
c-tlwr ^paotlB at Uiu sajtlq lime. 



TOTAL NUMBER OF ITEMS TICKED 
TOTAL AMOUNT PAYABLE ON SPECIAL OFFERS 



I enclose a cheque or postal ordor for this arnout, plus the total payable- tor mail order on the reverse of this, 
form, Tho payment is madeoutto FUTURE PUBLISHING LTD, 



NEXUS 1 28 



These binders look every bit as good 
as the magazine, and include the name 
Arnstrad Action* embossed in blocked 
Newvap Cold on the spine. Individual 
magazines axe held in place by being 
slotted behind dug of 13 wires 

Loyal readers, don't delay. Request 
your bindei right away) 



Save £3! 

POWERPLAY 

Yours on cassette for just £6.95 

AA- Raved in this issue with a rating of 88%, 
Powerp/ay is a game with a difference. And 
if you've ever played Trivial Pursuit - this 
is Trivial Pursuit with a difference too! 

Like the board game. Powerplay re- 
quires you to answer awkward questions in 
older to progress. The game comes with 
over 2,000 questions bliill in, and new 
questions can be added with ice question 
compiler. However, unlike the board 
game, there is a whole new level of 
strategy involved. 

Play is set on Mount Olympus, and each 
of the four players plays a Greek deity 
Each player has four warriors moving 
around a grid of colour squares: the colour 
of the square determines the category of 
the question. Players can challenge other 
players in their bid to destroy the other 
teams. 

It is a great game at £9.95. At £6.35 it 
should be in your collection! 



EXPANDED VERSION FOR YOUR CPC61 28 

Only £12.95 on dislc! 



We are offering you the chance to buy this 
September AA Rave, especially expanded 
for the 6128 machine, at a special low price! 
You won'l find this version in the shops, or 
in any other magazine - it is available only 
through Amstrad Action. 

Nexus, from a new software company 
of the same name, is set in die headquarters 
of a powerful drugs baron based m 
Colombia He has captured a fnend of 
yours, and your mission is to rescue him 
and break the drujs ling. You are helped 
by members of N.EXU.S., an undercover 
opera lion working to bust it from inside. To 
break the ring you have to find the answer 
to a number of questions posed at the start 
of the game. 

The ordinary version of the game, as 



EXCLUSIVE! 

Available only 
through AA\ 



available in the shops, has eight levels - 
this version has a full ten. The original 
version poses you 32 questions - this ver- 
sion asks you to solve 42! It is bigger, better 
and cheaper from ust 



Save £3! 

KONIX SPEEDKING JOYSTICK 



Touts for just £9.99 

This is the stick that won enthusiastic praise 
in our April issue, and this is the stick (hat 
we use m the AA offices for all pur reviews. 
Unlike mOit joysticks which work best 
standing on a table lop, this one is cleverly 
designed to fit neatly in your hand with 
your index finger comfortably over the fire 
button. 

Chief games-tester Bob Wade wrote of 
the Speedidng: 'The grip is very comfo- 
rtable and should enable long hours of 
* play.. -the internal contacts are miexo- 
i switches which give a positive clicking 
1 action. This makes it ideal for platform and 
I waggling games, but it is also suitable for 



many others. ' 

The Speedking is built solidly and 
should stand up to months of use - ours is 
still performing as good as new even after 
several gruelling issues of AA!. It normally 
sells for the bargain price of £12.99. At 
£9 99 it's a steal. 



SUBSCRIBE! 

Ensure that you get the next 12 
copies of Amstrad Action with 
the minimum of fuss. £16.50 will 
make sure that every issue 
materialises on your doormat 
without you having to lift a fin- 
ger 




GOLDMARK SYSTEMS 



Shekhana Computer Services 



SOFTWARE FOR THE AMSTRAD 



LORD OF THE RINGS 
Side 1 of our conversions cassette will AUTOMATICALLY transfer 
the three garnes to disc including tho screen. Side 2 is tor NON- 
DISC gurnets and will reduce the loading time of around 1 5 mins to 
just under 3 mins, Cassette £4,00 



SPEED-TRAMS 

SPEED-TRANS Is fifjftdlEcfllly designed to transfer mney programs 
that have been protected with the SPEEDLQGK prelection system. 
Contains full instructions to convert to disc. Cassette £5,50 



TRANSIT 
This utility by Pride will copy individual hies up to 42k in tonkin from 
Drivrj A-A, A B. B-B. and B-A IT DOES HOT REQUIRE THE USE OF 
CPM and is a necessity for those with a S 1 /4 second drive. It is 
menu-driven and is easy to use. It is TRANSMATaUe lo disc. 

Cassette £4.00 



V.EWTEXT 
This utility wiil allow you lo see the text in BINARY file. It is 
particularly useful lor garnos that require passwords (e.g. Hacker 
and other ad venture games). It is TRANSMATabte to disc 

Cassette £3.00 



WHY WAIT AGES FOR YOUR PROGRAMS TO LOAD - Ifit u.< \v ■■:■ 
you to convert them to disc. We have 140 canvarsion routines, most 
ostog TRANSMAT by Pride Utilities. Phono or send for more 

inlormation. 



UK prices shown EUROPE add £1,00 por title, REST OF WORLD 
add £ i ,50 per ittu. Wo accept EUROCHEQUES (Sterling please}. 



GOLDMARK SYSTEMS, 51 Cornel Road, Haifiefd, Harts, AL10 
0S¥, Eng la nd. Tel ; 0707 2 71 525 ANYTIME. 
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POFI lOAJ L ORDER OtO* 1 PAVABlt T 11 

$CS (A.A.1t)PO B0K»4 LONDON tHStJL rFjLEPnONE0l4»JisA 

P»/*J*CHJIDe£MI»W*. EVfWPEADDti P&tTAPE tLLSLivrti.HEATCOSr SA£. fOfiFiAl UST 

H mmM Hw Is pWiup vevrtf ccwil kudfo^hh b*fl i>onj tii» rfimt lo 
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| IHEARGOOOGE&TruiKSTWJOKNKCMVJAIveemJWAM.ia.OOPU l 

ACCESS AND VltAH07UrC:PL£AEEHIHQ 0141 «270fl DI4D94I3 , 

CflJEOrr CAM OWNERS DESPATCHED SAME DAY - SUBJECT TO AVAIlABLfTV. ■ KfVc ftejJfASF 
auB-ICr TURFim-H Htl'WWi-tWAHt HOWSC J°lUM5f AAQ T&GQNfrflM AVAILABILITY 
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UNIT 14, WHITE MILL MOUSE, E UNION STREET, LUTON. BEDS LUl WH 
THE UTILITY PEOPLE TeuOSfSHilGSt 



FOR YOUR AMSTRAD 464-664-61 28 
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ODD JOB 

S'ftU tHbtikSlDtSCUHLItYVAVKAGL 

A ea*-plp-.*d>Kulili1y #ith *-1 M orejgriTiS YOU hiv*1C> 3 u* 

v n .. ■*■ nriid ill »3gelTi»f in or* im«? ig ssackd-je A total a I 

3rgfc.«<disetPM*vwd 

Ji tsi Hx* ai unt si the fi>»iu"K 
•Acompiirea'rsctj^K!:!; *inwWtj9ii<Wi*M«« w «Wf 

> Rtoavtt fiiM pfogfami 

a'ogrgvrHl'Cfn *»*r»cbry 
' A (XKtvte:v set*)* #»»» to # **fflir* amaVa «tr tnt 
«»V*«rt* 3f lt«i>i HE K w ASC ' l 

■ Map au; fot' *ie ind ft«* yrf».-e f :n *-e on tf« e = c 
* Pi«vtml (Htfl'rtmii I wn ,v«i<iwt,il ^ Iwiinfi ,-- 

•Art -r^-^n-KlKWXJf B^caiCMy-irMi&aifiojeCTtar 
HaTdi'd l«3i» 6rt a *t^5 ! # Of r*Y- d-.rtl iys»-i. 
•FttrraK r.l»'llh#lr-#(jrmi!liB'(*i«! Ideal "» 5 X inch 

'TiftniW- 1 rw>' il3«ttMB'CvaiT'ir f bs licr»*ii onto ba« 

to tK la ~ ttDTYl V* C-X 5p3« 

' Incwiff i** sr*eJ of jtjl' d'Ss 9r<ve Of up to 20%. 
'Lc*fl ino M1f37«a»d BASIC prfl^ra-rif. 

■ Al ir*>^o^*a'C^ooC^cn<)«o , iaM;p*s , ieh*lp 

- Si -pi* 10 lis win i-n&n »tf ve-fttipr- 

■ Wik»i W js* pi Pu d'5c dnv«, Ato A. ft » B.9 b A, s« 

■ Cdtsi'idIi whi HI Ami trio CPC arrpjieri, 

Ml'f'i*, to i '.'it'iTD^hle prce n'Cl2 5Sond^c3nlT 

OQtWOft iioonslafiiy L-pgradec — checkwiCh us :he z.ir*fr m 

rt'iitnNe. incl ycuwiiri, rvtvrt:r<«<jisc wi:h Zi tor 

nrn)l 

N0WA nOM VF ns.0N OOtUOR AVAIL Mil F — £19 95 
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TRANSMAT 

Ea4ylSTJi>:Pd.5e!rj*i5-lf Tiis 
profp^F-kywHv used Aid jmhks 
t« \he standard >n ■jsc ma «iiarwit' aiai 
oh*n al:»msi:3r<" ■--. c* ftaWdft-sniyfry 
Ihe can-£ut(r S'*« 

TfSfW T "sr i irTianv l' l n"urr'': rirli.rlf 
■ EmyOswai'O'r Au' jv r»r auH rota ■ 
afr'OC»tor*» pfOO/UTItVYr-iet 1 . pvwwri'e Ina 
u* * E>*m * CauIoj 1il«-» ' ReAame ■ 
Disc riead*r r« »d*y ■ Seto" irtcr area. ■ A or 
Bdnvt«crtkPQ • T r.n*fr,ais terf) 
A Iso it «litt« CM ftO*1 ofi ly £1 9, 95. 

SPIRIT 

rhf 3*i'*« jMt^fl-itee so*w** aur* 1 *er I 
to Tiarinai «• ?io>* kr owi t-dgtaoi* in 
conpjt*n— SputoKersa) r-#ioc*5ife- 
nted na»*wMTO"^?«*acf torosisto 1 

trvw B**> U4iC Iwadcries^ p-og-ans unto 

d'SE 

I ft «-» Ssiiil yOn rv»d a 6 si»KRib'er ard 

«***^o*»=co5«cima(fw'KCOB* ; 
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PRINTER PACU 

T^iEyaffippp^r "is camp ?le-pi ■■■ipr 
li ry Pejr moil copula' dot rna: r ij(-pfin>»rj 
irttl^C -pg *e DWP 2WJ0 ■ F lis ^^C3af1iD^a; 
il-adi-fl -Full H7*dun-.ps -VBriabp ru,Hc.- 

option to id&a&affia camflu** -Ttj-djmp* 

• all rrofllH Wle'ec lo- 



J 



ti'ti 

FIDO 

A iprvp^Til f«n .inri AM urcTf-'Sft* II IOj Mw a 
lo! ti a MS didvou cannaMM tawiha nw i 
ycu w,i it. ;l-=r f IQO i yt jr anwrtr. Ih irsany 

ltll'jrM* In'OW J*U 1a ?OT pJtlO t Ol fj V'\e .•• 

your iiiefc act and tw pv a'* nam us ^ » 
icotLi v Siessflreodft'aoi'Kfl *n«m*ii, (Viviw- 
ftsccan iio'L , - J jiu?03csc!tr>?15C 
P'toi; r arr l - ^ „ll Ci ec Lliliiy S#e: on ■ Soajri-j 
paisword Sf s'(T" |to proleci JfOV d-a'»bafe| * 
SeO»rdleprC^raTitru- , ner-W (sairehi' 
■ Sail mm a pftflfcotanordw * Pnrievflflbnrt . 
r ind tcefi aoaw ■ V ory s tty id j'm * Wefl u ^ to 
PtkMt j»Lai l" ghMir-da'di 



SUPER SPRITE 

Crca'M last t-ovng »-, -n a r« garm C7|f. y A" 

e.i'-i-iev c-x^^lj *V5 v^si 1 . *D*4*9l 

M*»ar»a-.aratf4Kprcr S' iPhRSi'HHfc^a 

n^'^d'^Y^W' V^^ y (yoy»rti wh Ch w loltft' 
yOurM^ic' s-TjQirr*nc#*.Gfwi<; jftiro*"" 
sp»l«i lnC^»<J.4a«"O(O4-"'0*f0jri* 

DCiS* 1 « e! d*I^n -kg and wpt ->g rot' o*n 
ar "a3M S0ft*|r«, Tilt sonifllto ri3ruaion 
5wCwSv«#i4mc*jc'r«owir>C<caWAno 

ar -mw ipMM 10* JOLT 0#n pJC^ a-«TB-^ 



F WJt/VE rVfl.' T TEN A UTILITY UP 
TO OUR HIGH S TANDARDS 
PL£A$E CONTACT US. 



ORDER FOHWI 

At prices jtcAhS'o VATi'ttfr 4 ft f <W Ctr^flpO JOtf f .' prttxl* For AuittA'ana icfJCi.TS 
perl** For i<*lot«&S(t tMCi SO fit* m INC AIR MAI. 

NAME 

ADDRESS 



TRANSMAT 
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Battle for Midway, Battle of Britain, Theatre Europe, AND NOW - 








THE iSLASH 
OFTSbfflb'U 




TOBRUK, a key 
port to Medit- 
erranean 
strategy and 
vital to any 
supply in the 
desert war. 
Against all t 
odds, by July 

1942, Field Marshal Rommel h 
crashed through the Gazala li 
taken Tobruk and forced the 
British back into Egypt. Are you 
that good? 

AMSTRAD SERIES (1^ 
£9.95 (C) £14.95 (D) *^ 



Command the Afrika 
Korps vs. Computer. 
2 Player game, 
2 Computer 
game using 
Networked*" 
Amstrads 
(extra cable 
required). 
full joystick 
Ktrol, Phased game, 
Optional arcade 
sequences, Full tank 
simulator including: 
Driving. Main Gun, 
Machine Gun, Re supply 
phase, Mine laying 
/lifting. Air phase 
including: Ground attack. 
Air to Air, Long range Bombing, 
— ^ Engineer phase. Green Screen 
option (Amstrad only}. 
Tank recovery/sabotage, Save game. 





MAIN MAP 
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TANK DRIVING 



TANK ATTACK 



TOWN ATTACK 





To receive your FREE DEMONSTRATION TAPE of this game and a 

catalogue of our other products, send a self addressed envelope (at least 

11cm x 22cm) with a 17p stamp to : 

TOBRUK DEMO", DEPT A, PSS 452 STONEY STANTON RD T 

COVENTRY, CV6 5DG. Tel (0203) 667556 

(Offer only available while stocks last). 



WARGAMERS 









SCREENS SCREI 



A COLOUR TV FOR £78 ! 

FACT NOT FICTION. THANKS TO SCREENS ENGINEERS 
AMSTR AD COLOUR MONITOR OWNERS CAN HAVE A TOP 

QUALITY COLOUR TV FACILITY THROUGH THE 

I 

SCREENVISION TV AND VIDEO TUNER I 




Crt 



I 



SIMPLY PLUG IN YOUR MONITOR, NO MODIFICATIONS. ALTERATIONS OR SPECIAL CABLES NEEDED AND YOUR MONITOR 
HAS DUAL PURPOSE, AS A DEDICATED COMPUTER MONITOR AND FULL COLOUR TELEVISION !! 

* SUPEH SLIM MODIFIED TV< VIDEO TUNER OF MOST MODERN DESIGN & SPECIFICATIONS 

* BUILT IN AUDIO AND COMPOSITE VIDEO OUTPUT 

* PUSH BUTTON CHANNEL SELECTION * CRISP CLEAR PICTURES ON ALL CHANNELS ^wKWia™,,*, 

* LED STATUS INDICATOR * ISOLATED 240V AC POWER FOR COMPLETE SAFETY 

* SEPARATE CONTROLS FOR BRIGHTNESS, COLOURS VOLUME * Ott-OFF SWITCH 

SEE THE AMAZING SCREENVISION AT SCREENS TODAY 



HOW TO ORDER 

iiHLYCL5S«0 HtmUOf-i- OPPOSITE HOOP PABi 
■JHBFBUBfHJHO W til* . CWtt *LW«M MOt 
TFl FPHQMF QI^TlNfl (*lCllf LlF^HUNBtH FCfl F*JT«5MTCH 

wninrrnOR0£Pi!i *' 'iHHAVHHTf I vur II I rj*i4(ii*5 sciwrftv 
ti viUfi GbqepS below rnnuiDN HigvfiMHOAKHt 

PtIAil AD* 1:^i V ALU E ADDED TAB TO HjJCTEO PRIC £ S 
ALL OFFERS SUBJECT TO AVA .ASIU'V 




SCREENS MICROCOMPUTERS & ELECTRONICS 

MAIN AVENUE, MOOR PARK, N0RTHW00D, MIDDLESEX, ENGLAND 
TELEPHONE: 09274 20527 TELEX: 923574 ALACOL G 

FACSIMILE: 0923 40402 PRESTEL: 927420664 

7R*Dt Ltroii' ANr. nt.. <.r,nnrn • ni:ji|'Hik::> wtLCOVih ttLBPHOW ■ ■ rfFQRDE ails 



TT 







SCREENS SCREENS SCREENS SCREENS SCREENS 



@©FF Du\jSD©Lr[nr DISCOUNTSOFTWARE 
3STATION CRESCENT- WESTCOMBE PARK 
BLACKHEATH-SE37ER 

Aecessorders/enquiriestel:01*3D5-0521 
*i i PWCE$ inclvdc rme fastoeuvepy w the ok ohly. please add 

TOP PER TAPE ON EUROPEAN QRO£R$AHQ J.G0 ELSHWHERh. 

New titles arriving every day, please ring for details. 
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SsjIlMfiSiiii..... J7.39 {.» Js^TteSK™ 1I.H llJt ttaoriaOFliWti. .14 BS 

P"oTanii ....B.9i 3 00 D«wl F«t-.... -,.,14.(19 11,99 

i->i»n^i«-if Knulir. b.bo n-70 HisBV^H 14.59 n.Ja WOt K*TrtJi(uE 

■iiialK Smibi 3.3S 7 » L(*d»fBo*d H.lill.M Pucumr flauunii H M ».» 

CujbiTill .3.35 7» a.1u Hlfcn ?..,„,.„„„,„. 14,99 1 5.50 P:tmiltf PhvidI: -E3.93 59.K 

... ,. ■■■I. 1 3.35 7 50 SSftuKcfC* haw* .,14.1* 1 1,M F'SGullr CwttML I43.B3 125.99 

1,i*' -J.35 ?.O0 ln:ara jIkoU Kuril* ,,12,19 1ifl0 S*0* C"H ' Uw™-fl..JS.*S BSjM 

iVam m P jf*S» „..AW F.4* Mindi^cK .,„. U.li ||,tg Papulir F'lji - H9.MI23.99 

Ihoji o Luio» ..9.95 7.4* Turnahnprt „. .,,,.14,19 11,94 EupwCOrtto.. 1.3^.53 170.0C 

■dcwtb»«ew mus mJTM»ii*4 t *jajrjtf]i n s*iivwfVrW* ftjr«9Mt»o™*fcefflfmMTWii 

WHV HOT COME AND HCK LP YOUR SOFTWARE PERSONALLY FHOM OUR 
DISCOUNT SHOP AT S STATION CRESCCNT, WESTCOHDE PAWK, BLACKHEATH, 

I.ONDOMSFJ3 711FI FBGHT OUTSIDE WT.5TCOMBE PARK HAILWAY STATION OH 
THE SOUTHERN RECIOH, OPEN SATUffOAVS ONLY FROM l0.3O-nL6M]PM 



SOFTRADE 



PROFESSIONAL PROGRAMMING 

NOW AVAILABLE 

AMSTR AD 464, 61 28 T PCW 8256, 851 2. 
MACHINE CODE, BASIC OR PASCAL FOR 
ANY APPLICATION 
Call or write to David Braybrooke at 

SOFTRADE LTD 
17 Bridge Street, Leighton Buzzard, 
Beds- LU7 7AH 
0462 712249 or 0525 383929 



Supa Soft Discount Software 



Ciai^a HAF 9*C€ 

I WnlKlrt'ilM .*.# 999 SKI 

' 4uw FL'HtaiK« . _Jl*S »Jt rt3*\«m«*p,Tf 

$ j-\.«;iu««tm»(!&w4_.14.» 1999 

SC--34KU.WI2 #» 8« 

ir. ijblllj fJHjpSSp.', . . 14 71 'JC* 

j Sr'^TP** irj • ♦* ' ?* 

' iSktupcWSbiiJ i4?t 'C99 

I Suit 1*99 ■'«) 

LUSEJDim 1»M '4 80 

j vtancvoi-p ..-AM MS 

| MtiTH^riL^ ;>!*** i 14*5 ic ift 

vra-acu .9 9! 721 

H P5 '6-99 

..l.f5 r,~. 

14,9a 1CJ« 
,.«95 



^UtwOW, , tti»9 « « 

»Wl*IH»«>j.,,„-.#» *>-« 
A?*UJl«Cr>l9Cl-. 1 49 » 119.59 

n-^, i i ■ i *f (f/i«i iHtiimirt 

C«'C"H E-WA*. J63.9* ^5.59 

Chi it*' fl • i'l* H» 19.99 

Cl*15Mll60ll»'*C3l...-.9a99 T3.M 
S»M 9*l*9*iE -.H.« 49.99 



1199 9996 Ifcrisoti raiHW 'i *5 

B=£aii* I MMl.^1 tfc^; I ' « 

■HiCSVS^u . (J.4S, 

H» 79S9 Uu^nslH|H< 111! 

Ii9 99 119.9S 

■ CCfTjy. 

F*itu I Hi. ** 99 



r,^rftiw 

PPOsrLU 

Ff»¥£toE 



.4.99 
..21.99 

...in.ti 



TA9M*N 

"wwiiWUM,... 
"AlWWCl 4B4 ..... 

-*iw*o404a... 

9.F9 'AIPPMT404 

9.7* TMPHLilUD... 
"MSPEIA ! I" I P. ■% |- . - 



24.99 

.....Ifl.'ft 

24.9S 

990 

...„i9*a 

.t EC 



I9.EB 

•s.s; 
7.SS 

I I .EC 



SLKttttLb (aibal^i. 
WKRqCHHlS 

S^tfUIUL"! 

'UIKHETfT 

Sr*=cr if * l&snl 14,91 KJH 

QEf C-Eli.Tt'1 ««* fjW "*KO"*(S»lr, .990 

v ASS 6.» ■*<rjsf*'(in«K! , ig.ao 

^^» -upim'...-.- 9.99 t» UiHB6»Sit.., 149* 

H.CH I|HI«*VPIMI 19,9* »*! L*iH«HIS<DI»*l. 1»« 11.S4 

amiH „ B9I 9M Uii"<;o«"i*n..- ie.95 i4J* 

SuooLfi _^„— ...9.95 7JJ9 t*!H«Wj.Ea:aiS-| ...»» 199S 



999 



CUTQM 

C>PC*C* M.M 

Ttrjii- -w 60..-._«.^,..M,9t 

FjIWMm;™. ..,...«».« 

Smnl KtT.. mn 

SCB.Tt«MOi.. .«.*( 

SlrrJiBfAVC ii_. 49,M 

*ytefr j Giie s io tv* vna.94 



ir.fi 
K.49 
l-.9> 
11*4 



44 99 
4*93. 

44.95 
14 6', 
l T .9S 

I'.Bf 
19,99 



T5.BC 

19.99 

9a.K 

MB 
M.»9 



35 m« =m= nasn , ,.i*.6[ 

dF,3C=PL*TC=l.:«5S:i 19.95 

\A*-*pr.= ii.-^i%| .. .li.gg 

u*ciKt ii ;'c<sti i«.gg 

P & P HietMnti Ovm'soaa enters add Tippar'Hsm. Man onfe" o.iy. 

\An«cliut|Uui 'P'JiifiJi'jUk' 19 Oisoh.iil&i'livjrd (Skirling cnl/l andE«rc!DD 

DISCOUNT SOFTWARE, 06PTI, ;H3Nie>HOtLaTOWgft,HA|ilLQW, ESSFX, CM14SEF 
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Conquest Steers You From Victory To Victory. It's What You've 
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TAPE 
£9.95 



.STARSTRIKLll 



DISC 
£14.95 



Available now for the 
Amstiad series. 
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nrtfeni ii i hnjimrwj Unit Mjfk yi bum- "decsrurxiniewpis pr 



nrr^cBrr^GJ 



firebird sofmAjRE 

FIRST FlOOfl. 64-76 MEW OXFORD ST., LONDON WC1A IPS 



HAIL ORDER 

W i m t!*t» nam el ocm». inpum. wnrtH « e* «rd iw»V;*t «nu«rt 

CnotMd crowd dwttrtPO «tft otyAH feFnEftOD SOFTWARE, M 

art*™ ** *ON*a * «*MbittjL Ontn #• 6*>»txiw) srtn*^ M mn 

hCAfL. ORDER: AUNTlC KAr. "FREGPOST FIREBIRD. FIRST 
R.OOR 64-76 MEW OXFQRO ST . LONDON WCU IPS 



di^SES 3V CH*5 I €^IV 



THE GAME 



thatroSSWeJH 
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vmbot is the most incredible 
-What o project. Ir^ ^ ^^ ZZApM 
re w gomes concept «**- 
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